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Py 
gend tells of a Warrior and a Prince who defied fate and paid a great price for it. This mythical tale begins with tragedy, as all grear st 
do, and ends with the princely hero rerurning things as they were before, Except this one does nor have a happy ending. 


Having returned home to Babylon after his adventure in the The Sands of Time, the Prince finds himself hunted by a supernarural r 
on his destruction. Forced to live a life on the run, he seeks counsel from an old Mysic, who explains thar the Prince's actions during his pi 
adventure have spawned a creature known as the Dahaka. Because he turned back time and saved the Sultan's Palace from destruct 


Prince created a rift in the Timeline. The Dahaka intends to repair this problem—by posing in inca 
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he Prince quickly comes to realize chat there's only one possible way co end his troubles. He must journey to the birthplace of the Sands of 

Time, find a way to travel b; e past, and stop the S r being created. Without th adventure will 

fot occur and the Dahaka will vanish. Despite the seemi impossible nature of his goal, h: 


[Dhis is where the legend continues, Will che Prince be able to stop the Sands from ever being created, changing his fate in the proce 
Only time will rell... 
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The Prince will encounter many enemies in his quest, but they do not 


| react and fight in the same way. While the game offers a new robust 


own signature fighting style, these fundamental moves should help you 


get started, 


Single Weapon Attack 


When 
Prince automatically draws his 
Attack 
button makes the Prince swing 


facing opponents, the 


weapon. Pressing the 
it ar the enemy, This basic attack 
can be executed from just about 
any position, including on ladders, 
columns, beams, and even while 


running along walls! Pressing the 


Attack button multiple times will result in combo attacks. 


Double Weapon Atta: 


When the Prince is carrying two 
weapons, he can execute a series of 
Double Weapon attacks, You can 
pick up a secondary weapon from 
a fallen foe, or acquire one from 
a weapon rack. When carrying 
a secondary weapon, the Prince 
can execute a new set of attacks, 


including the ability to throw the 


weapon as a projectile and target enemies from long distance. 


Evasion 


Sometimes, taking evasive action 
is necessary and will help keep 
the Prince from taking damage or 
allow him to evade his opponent. 
To roll or backflip, move in the 
Opposite direction of the enemy 
and press the Jump button. 


y trained in the art of combat. His unparalleled swordsmanship and impressive athleticism have kept 


n unmatched warrior, the Prince of Persia is highl) 
him alive daring his many adventures, and he 


ls once more during hi 


Block 


Learning how and when to block 


an enemy'sattack is key to survival. 
When blocking (hold the Block/ 
Special Action burton), the Prince 
assumes a defensive posture. He 


do. 


sn't have to face an enemy to 
block an attack, as he will turn 
and deflect incoming blows from 


any direction. Although blocking 


is the Prince's main line of defense, certain enemies have the power to 


break through his bloc! 


Counter Attack 
Counterattacking enables the Prince to block a blow, then instantly 


retaliate with one his own before the enemy has time to reaet. These 
maneuvers are difficult to execute and master because of the precision 
timing required to pull them off. To Counter Attack, hold the Block/ 
Special Action button and wait for the enemy to attack. Just as the 
enemy attacks, press the Attack or Grab button to counter. When 
done correctly, the enemy's weapon is knocked aside and the Prince 


immediately follows up with his own attack. 


action taken results in several new actions becoming available. In his 
way, the player can create his or her own custom combo chains during 
each battle, allowing him to develop his or her own signature fighting 
style. During battle, the Prince can use a variety of abilities, weapons, 
objects, and even the environment to pull of some amazing moves and 


dks, These ean be broken down into five separate categories. 


For a complete breakdown of the entire Free-From 
Fighting System, please refer to the special poster in 
this guide. It contains all of the information you'll need 
to master all of the Prince's moves! 


THEREAL 
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step on his enemies and jump 
Bien ticor After Boosting off an 
Demy RNONBTince can execute 
a series of actions that include 
the following options: attacking, 
grabbing, throwing, or rebounding 
off the foe. To Boost off an enemy, 
proach the foe and press the 
Jump button, 

Grabbing 


When the Prince has only his main weapon, he can grab and hold his 


foes and unleash a series of special actions. Once an enemy has been 
grabbed, the Prince can do any number of things including: throwing or 
push them, attacking, rebounding, or disarming the foe and using the 
enemy as a human shield. 


_ Aerials 


While in the air, the Prince can 
execute a series of lethal attacks 
against his enemies. In addition, 
he can grab and throw hems 
as well as rebound from walls, 
other enemies and environmental 
objects to attack them with even 


more force. 


The 


an amazing variety of 


Prince can chain 


attacks together to create 
devastating combos. These 
attacks canbestrungrogether 
with both single and double- 
handed weapons, as well as by 
using the Prince's Time Powers. 


To access a complete combo list, 


se 


refer to the game's instruction manual or access the game's Combo List 


1) 


Menu from the Pause screen. 


Time Powers 


The Prince's Time Powers not only enable him to rewind and slow down 


time, but they're also used to pull off devastating attacks, ‘These attacks 


it 
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include a powerful shockwa 


e ground attack, as well as a light speed 


suo! 


attack. While he will not have access to all of his Time Powers when his 


ed 


adventure begins, they will awaken as the game progresses. 


vince expands on his actobatic prowess from The Sams 0) 


may be the ont 


dangerous of scenarios with the following moves. 


The With f f 
ly way to pass through these otherwise impassable circumstances. Practice your timing and guide the Privice safely 


Rope Swinging 


Wall Running 
; The Prince's athletic ability is 


™ second to none, and perhaps the 
i the wall run, By running up at a 
a> shallow angle at the base of a wall, 
the Prince can traverse large gaps 
and other obstacles by running 
i along the side of a wall. Although 


he can't run along a wall forever, he 


can manage approximately 12 or so steps before losing his grip. This 
should provide enough distance to clear the most treacherous of pits. 
Ir is also possible to run straight up a wall ro reach an overhead bar or 


panel. 


Wall Jumping/Rebounding 


Rope Swinging in Warrior Within 
is different from The Sands of 
Time in that ropes now hang from 
the sides of walls. To grab a rope, 
wall run over to it and the Prince 
will auromatically grab it. Now 
slide down to the bottom of the 


rope and hold the Special Action 
button to start swinging. After 
gaining momentum, press the Jump button (while still holding the 
Special Action burton) in stride to run along the wall to a second rope 
or ledge. It is also possible to climb up and down ropes and jump from 
them to reach destinations. 


Tapestries 


There are many circumstances in which the Prince is forced to leap from 


wall to wall to reach a ledge or balcony overhead. Many of these areas in 


le game will have two parallel walls spaced at the perfect distance for 


the Prince to jump back and forth. 
To execute this move, simply run 


up one of the walls, jump across to 


@) 


the other one, and then jump back 


SS 


and forth between the two. 
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The Prince can also rebound down 


two parallel walls by hanging off a 


YPC 


ledge and jumping from one wall 


to the other. Rebounding requires 
two walls ro be slightly fureher apart so that the Prince is descending, 


not ascending. Both wall jumping and rebounding require good timing 


PRINCE 


and a steady rhythm. 


Bar Swinging 

‘The Prince can further boast his athletic prowess by utilizing bar 
swinging to travel across chasms and large pits, or ascend/descend 
through large areas. Jump or wall run onto a bar to get into a hanging 
position, then hold the Special Action button to make the Prince swing 
around the bar. Press the jump button to swing off the bar onto another 


object, like a bar, a wall, or a ledge. 


The Prince can also utilize his sword to slide down hanging tapestries 
that will glide him safely to the ground below. To glide down a hanging 
red tapestry, hang over a ledge with a tapestry beneath it, then drop 
down onte it and the Price will automatically grab the tapestry and slide 
down safely. Make sure, however, that solid ground is underneath the 
tapestry, as the Prince may have to jump off to another object. 


Beam Walking 
To traverse some of the higher levels of the fortress, the Prince must 


carefully walk across narrow beams and ledges. Balance is the key to 
staying on the beam; if the Prince 
stumbles off a beam, he will 
automatically latch onto the side 
of ir. Ifthe Prince starts to lean in 
one direction while crossing the 
beam, simply press in the opposite 


direction to counter balance. 


ast adventure, Farah gave the Pri pecial mt that enables him to control time a 


Of Time inside'its Tanks. As the Prince weakened certain enemies with is bla 


sinsing he has collected the 
nt to leak from their bodies, When the 


enemy was defeated, the Prince could collect a Sand Cloud, each one filing up a single Sand Tan 


‘The Prince begins this new adventure with access to only three Sand though th Fromcthe’ ues 


he will gain access to six 


throughout his journey. Sand gives the Prince access to many different powers that will help him th cmingly impassable circumstances. 


Time Travel 


Besides enabling him to travel back and forth between the past and the present, the Prince can use special Time Portals found in Warp Rooms to 1% 
activate his Sand Tanks and gain new Time Powers and abilities, While traveling between the present and past via these Time Portals, new latent 
‘Time Powetss are awakened. The Prince may also have to alter the past to progress in the present. 
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Breath of Fate 


CONSUMPTION 
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Thanks to his Medallion, the Prince can invoke the Powers of Time as 


<&, 


ay 


Jong as he has Sand in his Sand Tanks. As his adventure progresses, he 
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will earn new and stronger Time Power abilities that will enable him 


to rewind, slow down time, speed up time, and unleash devastating Uj 


ACQUIRED: The Machuaienl Pips 


attacks. The following sections discusses these powers in detail. 


Recall 


CONSUMPTION: One SandiTankll 


Breath of Fate is a powerful time attack that hurts several enemies 


simultaneously. While holding down the Block button, also hold down 


the Rewind/Slowdown button to unleash a devastating ground attack. 
This Time Power attack is a great defensive maneuver when the Prince 
is surrounded and needs a little breathing room. 


Ravages of Time 


Just as in The Sands of Time, the Prince can rewind time by using the 
Recall power. This power enables him to reverse time and replay a 
previous mistake or enemy attack. The power timer displays how much 
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time the Prince can rewind, Once obtained, simply hold down the 


" 


Isp 


Rewind/Slowdown button to rewind time to a desirable point. 


The Ravages of Time power lets the Prince performa hyper-speed attack 


Eye of the Storm 


that instantly kills most enemies around him. The Ravages of Time 


Power works exceptionally well against multiple enemies and some of 
the weaker Bosses. When this power is invoked, the Prince can move 


high ra 


at such 


f speed that blocking is next to impossible 


The Eye of the Storm Time Power enables the Prince to slow down time 
around him while he continues to move at the same speed. Although 
it lasts for a limited amount of time, the Prince can use this power 
to bypass otherwise impossible obstacles and/or enemies. Tap the 
Rewind/Slowdown button once to activare the Eye of the Storm. 


EyeoftheStormis one ofthe Prince's most valuable Time Powers because 
of the dual purpose it serves in the game. First, it enables the Prince 
to navigate and pass through traps and hazards that would otherwise 


cause him great harm. Second, it enables him to attack enemies with 
devastating results while they remain almost incapacitated due to the 


See 
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Similar to the Breath of Fate, this Time Power lets the Prince perform The strongest of the three ground attacks, the Cyclone of 
an even stronger ground attack thar damages any enemy unfortunate Power requires the most time to execute. In fact, enemies 


enough to be in the surrounding area. To activate the Wind of Fate interrupt the Prince as he attempts to use this power. To 


power, hold down the Block burton and press and hold the Rewind/ __ the Cyclone of Fate attack, while blocking, hold down the 


Slowdown burton slightly longer than for the Breath of Fate Time Slowdown button until the Prince unleashes this devastating 


Power. his enemies. 


Because it takes more time to unleash the Wind of Fate Time Power, it’s 

abit tougher to pull off when enemies are fast approaching, Ifan enemy 

hits the Prince while he is invoking this Time Power, the attack will be _use it wisely and make sure the Prince is far enough away—or hat 
interrupted. Use this Time Power wisely and make sure enemies are far time—to invoke it without being interrupted by an enemy's an 


enough away from the Prince so that there is time to execute it, 


¢ Island of Time, the Prince will come across « variety of essential items that will aid him in his quest. In orden ton 


» the Sands of Time from ever being ed, he will have to utilize them to the best of his ability. 


Save Fountains Breakable Objects 


Throughout his journey, the Prince will come across numerous save Certain breakable objects, such as 


VP 
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Fountains placed in key locations around the Island of Time. Serving as es, boxes and containers, will 
checkpoints, these small Fountains allow you to save your game, as well _reveal Sand Clouds that replenish 
as fully replenish the Prince's health meter. We recommend saving your _ one of the Prince’s Sand Tanks. 
progress each time you come actoss a save Fountain — you never know _ For this reason, itis wise to shatter 
what's waiting for the Prince around the next corner! every destructible object that the 

Prince can find when his Sand 


Tanks are not completely full. 


Crates 


Certain movable crates will help the Prince pass through seer 


blocked passages or climb up to otherwise unreachable 
move a crate, simply stand in front of one and hold the 


burton, then move the Prince backward, forward and left 
a 


drag it to a destination. Crates can also be placed on floor pan 
a door ot passageway open. 
MOVEMENT TUTORIAL 


HOLD (8 NEAR FOUNTAIN TO DRINK WATER 
AND SAVE GAME 


The Prince can replenish his 
health at virtually any body of 
water in which he can stand, be it 
a stream, pond or large fountain. 
While these areas will aptly refill 
the Prince's health meter, only 
special save Fountains will allow 


you to save your game. 


apart destructible weapon racks will also reveal Secondary 

Weapons thar the Prince can pick up and wield against his» 
enemies. Every time a new Secondary Weapon is found and 
obtained, it can be viewed in the Weapon Gallery via the Extra 


Features menu. 


Sand Clouds 


breakable obj 


the Prince colle 


paths you may stumble upon 


throughout the Prince's ¢ Island of Time. Though dangero 


and filled with deadly traps, his reward for passing them is an Upg 


Pedestal. Upgrade Pedestals present the Prince with a Life Upgra 
increasing his total health capacity. Ir is rumored there are a total of 
nine of these scattered throughout the Island of Time, and only when all 


nine have been collected, will the true path be revealed to the Princ: 


Secrer Chests 

Scattered throughout the environment are a number of Secret Chests 
thar unlock various pieces of Artwork in the Extra Features menu of the _ 
game. Some of the 


NEW ARTWORK UNLOCKED 


THE PRINCE'S ARSENAL 4 


Se 


he Prin 


lasses: Swords, Axe its own unique attributes. These categories includes rate of 


from four distinct 


ks), and attack rate. There are also five secret, miscellaneous weapons that the 


‘amount of damag 
g 


throughout his journey, so keep your eyes peeled! 
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Deriving its name from the golden eagle's talon that extends from its 
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Forged with intimidation in mind, this dark blade is crowned with 


wn hile, this weapon has been preserved by the Royal Family since it was _several small spikes that are meant to represent the legs of a spider, 
oO first discovered. Handed down from Father ro Son as a rite of passage, Appearances, however, have never been more deceiving, In truth, this 
Le it now belongs to the Prince. Over the past several years, he has trained weapon is capable of inflicting only moderate damage, owing to its 
=z tirelessly with this powerful weapon, mastering dozens of new combat _inefficient design. 


techniques to supplement his already impressive skills; it is always at his 


side, And while it can dispatch most foes with the greatest of ease, there 


remains one creature completely immune to its power—the Dahaka. 


ACQUIRED: 


The Prince receives this sword from 


the reluctant Kaileena, who tells 


sl i onc sad sin oo ‘® 


‘The Empress, working in secret, forged this blade with her own hands. 


Its curved design is believed to allow for maximum damage, twisting 
and tearing at an opponent's wounds. Yet, the odd grooves and notches 


Th 


rogether two combo attacks. The Prince must quickly replace it upon _in close proximity to the Throne Room, allowing her to maintain a 


Wooden Stick is a weak replacement weapon. It can only chain 


that adorn the blade hint at some mysterious dual purpose. It is kept 


reaching the fortress on the Island of Time. constant vigil over it. 


ACQUIRED. 
The Prince receives this sword from 
Kaileena alter shucti 


Mechanical Tower. 


‘The Lion Sword is a mystical sword that stores energy which can then 
be released with devastating results. Although this weapon is strong, 
it takes a decent amount of time to chatge it up. During this time, the 
Prince becomes very susceptible to incoming enemy attacks. 


SCORPION SWORD 


ACQUI 
The Prince finds this weapon in the yp 


Prison, 


Legends speak of a time when the Earth Goddess Zam was nearly 
destroyed by a rival immortal. Ambushed, she was caught unprepared 
and knocked to the ground. As her assailant approached, she called 
out to her child, the Earth, for aid—and it responded. Its stones gave 
up their most precious metals, passing them through lakes of fire to 
melt them down, followed by layers of rock to shape them. The result 
was this unique sword, borne of the Earth. I is said that because of its 
origins, the blade can “speak” to the Earth itself, opening up pathways 


where none existed before. Upon finding this weapon, the Prince can 


return to previous areas and use it to reveal the island's secrets, as well 


as gain access to areas otherwise blocked. 


ACQUIRED: 
The Prince finds this sword in the | 


Throne Room but only alter finding 
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The most revered weapon of them all! This sword, which is rumored to 
be the only weapon capable of bringing down the feared Dahaka, can 
only be obtained once the Prince has found all of the island's Upgrade 
Pedestals. 


SECONDAR) 


Secondary weapons are split into four main classes: 


Maces, Daggers and Axes. Each class generates a different 
experience, as it forces the Prince to use a different fighting 
strategy. In addition to varying sets of attributes, each class 
can also be used ro execute a unique special atcack, Almost all 

secondary weapons will take damage and deteriorate as they ate 
used, eventually breaking completely. The Weapon Frame, to the 
right of the Prince's Life Meter, displays the class of weapon and 
its state of damage. When the weapon turns from white to red, it is 


almost completely broken. 
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The Zarich sword is the Raiders’ 
weapon of choice. 
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The Agas sword is the Assassins’ 
weapon of choice and will give 
its user the ability to steal an 
opponent's life-force and transfer it to himself. 
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The Kerena Sword is the Crow 
Masters’ weapon of choice. 
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The Shrosh sword is the main 
weapon for the Empress; Imperial 
Guard. Extremely powerful, this 
weapon cannot be broken, 
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FRAVASHIS 


The Fravashis sword is the Shadows’ (jes 

weapon of choice. This sword is 

incredibly powerful, but it draws its strength from whoever holds it, 
lowering their life-force with each blow. 
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The Apaosa axe is the Keepers’ 

weapon of choice, and while it's 

powerful in melee combat, it can 

also deliver devastating damage if thrown. 
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The Menog mace is the 

Executioners’ weapon of choice 

and has the ability to knock its 

victim to the floor, rendering them open toad: 
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The Yazata Disc-Blade is the 
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Bladedancers’ weapon of choice. 


While this weapon does only moderate me 
of killing an opponent in a single blow if th 
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rrior Within 


At the end 
Prince of Persia: 8 
Sands of Time, the 
Prince saved his father, 

his people, and perhaps all 

of Persia from the unrelenting 
Sand = Monsters he —_ unwittingly 
unleashed. Having unearthed the Sand 
of Time on a palace full of unsuspecting 
guests, the Prince had to find a way to 
undo the plague he had released upon 
the world. He eventually succeeded by 
time|md]resurrecting those 
who had died|[mdjand resealing the 
Sands, erasing the horrific events from 
the timeline 


of 


reversing 


Or so he thought 


A great deal of time has passed since the 
events chronicled in ‘The Sands of Time. 
The Prince is preparing to accept control 
of the kingdom from his ailing father, 
take a wife and future Queen, expand 
the Empire and carry the knowledge of 
Babylon to the edges of the world. But, 
instead, he fin 


As himself running for his 


life[md]something terrible is chasing the 
Prince. 


Every night it appears, tracking the 


Prince with relentless fury. Locked 


doors don't slow it down, walls cannot 
contain it, and no weapon can harm 
it. As such, the Prince is forced to 
run[m bt after night{md] through 
the and shadowy ba of 


Babylon, until he car the beast for 


mere short periods of time 


The pursuit has taker 


Prince. Gone is the spar 


lighthearted humor ti 


his speech and his romantic notions 


glory and love 
by one dark dir 
each pa 
weaker 


exhau 


h character pla 
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an equally important role in 


est through time, every 


rational methods 

of dealing with 
this monster end in 
failure 


Eventually, he is forced to seek 
the counsel of his mentor and friend, a 
mystic sage. He is the only person with 
whom he has shared the hi 
adventures at the Sultan's palace. It 
is this Old Man who tells the Prin 

the extent of what is chasing him, an 
undefeatable monster 
Prince’s disruption of the Timeline 
Prince should have died in the 
palace, but he was able co travel back 


The beast ba 
er fe ind 


seeret of 


pawned by dl 
The 
time and survive 
how the Prince bis } 
nothing can stop it 


come to 


The Prince insists that there must be 
something he can do. However, the Old 
Man replies that this creatur 
be stopped. ‘The Prince beliewes he has a 
solution, though: Stop th 
from ever being created by trav 
back to their birthplace in time 


not 


nds of Time 


Much has changed 
last adventure at he 
He has proven himself on the field of 
battle, 


The Prince's 


Sultan's Pc 


ince 


aved thousands from certain 
death, and has been forced t0 keep th 
knowledge of these cvents entirely t 
himself. Memories of past events } 

bottled up inside him, causing grec 


tension and inner conflict. 


He is short-tempered with 
servants, arrogant towards 


the palac 


(who will never know the ¢ 
endured), and has shunt 
of Babylon's cligible 


time is spent tre 
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combat skills and y 


abilities in ¢ 
ahead of the unforgiving beast that 
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THE OLD MAN 
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The Old Man has looked after 
the Prince since he was a child, treated 
him as bis own, The Prince’s natural 
father, the King, was often too busy 
waging wars and forging empires to 
properly look after his son. Therefore, 
the King sought the wisest man in the 
kingdom to care for his son. The Old 
Man teaches the Prince with unflinching 
devotion and dedication. He has long 
been the Prince's mentor. 


When the Prince s he cannot 
defeat the creature that is pursuing him, 
he wisely turns to the Old Man. Living 
some’ deep within Babylon, this 
old mystic seems to be in touch with 
knowledge and understanding far 
deeper than any human possesses, 


While the Empress of time is 


army of Sand Creatures in 


mortal and physically beautiful, she is the present thanks to several portals 
4 Ad : 
q certainly not buman. She was made scattered throughout the fortress on 
| cons ago by the Gods, an unwitting the island. And although she has been 


byproduct of the ereation of the 
Timeline. Consequently, she carries 
part of the Timeline within her, making 
her incredibly powerful. 


Although she exists only in the past. 
she commands scemingly unstoppable 


long dead when the Prince first arrives 
on the island, her presence can be felt 
everywhere. When the Old Man warns 
the Prince about the Island of Time, he 
is most vocal about the Empress. She is 
matchless in her cunning and strength 
and completely without mercy, 
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the Empress ts 


E eae jin the empress. own not the st of masters, and 
%) image. Like everything else on the Shahdee has red years of tervible 
island, she e: exists to serve the Empress of abuse at her hands. Ov he has 
Time. But, unlike the rest of the Sand come to hate Faken cretly devising 
Cratures, she enjoys a small degree of ways to either escape the island or kill 
autonomy, functioning as the Empress’ the Empress, She's just waiting for the 


second in command. opportunity to present itself. 


OOD AND EVIL 


rc. : 
Pri I 
ye suspect she dev 


A massive, mythical creature Daly 
spawnied by the Prince's disruption of 1 
the the Dahai the Guardian 

af the Timeline. When son 


trave 
nething exists in 

the Timeline that should not be the 

Dahaka is ses 


rs sporadically, 
in aswirling 
aches, the ground 
pe 
‘0 vase it. Since the Prince 
should have died in the Sultan's Palace, the 
Dahaka has bi 


this world. 
1 sent t0 rentove him 

The Dahaka know 
This huge beast follows our hero sapons mean na 
single purpose: ending the Prisice’s life 


illed, harmed, 
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Very little is known about this 
mysterious figure. 


assist the creature in his time- 
Some: say its an controlling duties, Regardless of what § 
artifact of time travel spawned when two drives it, the Sandwraith is incredibly 
instances of the sanie person occupied verful and its dark intelligence adds f 
the same time period. Others believe fo its overall mystery. ‘ 
it’s dn ally of the Dahaka, aiming to 
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Sands of Time flow f 


the Empress. Only a sel 


fe { considered the Empress’ favorites, owing to 

their incredible athletic skills and mastery 
¥% of the diseblade and dagger. Assassins are 
| firm believers in the concept of “pleasure 
g| is pain,” meaning they are unlikely to 


| disengage from an opponent, even when the RY 


odds are against them. 


% Assassins are even more nimble than 
Bladedancers. This means they can dodge most 
conventional attacks and most sophisticated, 


* athletic maneuvers thrown at them by their \z 


attacks. 


E Once an Assassin gets grabbed, there is no 
way for her to avoid an opponent's attack(s). 


pe g 


Assassins are capable of utilizing the backstab { 


maneuver, Additionally, they can perform a 
sweep attack to knock enemies to the floor. 
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‘The Bladedancers are lithe, clever and 
seductive—a devastating combination. 
Destined to serve the Empress, they 
now patrol the narrow walkways and {i 
crossbeams of the Palace, keeping its upper 
renches secure and m invaders, They 
fare extremely devious, often dancing away 
from opponents before letting loose with # 
a volley of razor-sharp dise-blades. After 
distracting their prey, Bladedancers often 
vuuilt back into battle and cause damage 
with fierce melee combat. 
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Bladedancers are quite acrobatic, capable } 
of unleashing complicated moves like deadly 
flips and spins. Although the Yazata Disc-Blade 
doesn’t inflict much damage in melee combat, 

an accurate throw can decimate an opponent 
with a single blow. : 


Bladedancers are poorly armored, whichmakes 
them easy targets with a few well-placed hits. 
Grabbing a Bladedancer will also render its 
acrobatic maneuvers useless. 


= a 
These creatures can pull off deadly backstab 


attacks, leaping over their opponents to access 


more vulnerable areas. ¢ 
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y that escaped their influence was long ago conquered 
ly buman on the island. Be it blood or sand in their 
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Lovingly hand-crafted by the Empres: 
these massive flesh golems are comprised of 
the remains of fallen warriors—those wha 
fought the Empress and failed. Tattered, 
bloady bandages hold the abomination 
together where magic cannot, Despite its 
patchwork appearance, the Brute is ensily 
£ one of the island's mast du 

This creature employs a variety of at 

such as pounding the ground with its fists to 
send out a devastating shockwave: Stunned 
opponents are then snatched up and flung 
far away. 
Br, TT Ty 
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The Brute’s immense size affords it great 
strength, enabling it to deal out tremendous 
damage with a single blow, It is also heavily 
armored from the front 
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The armor worn by the Brute does not extend to 
its backside, leaving this region of the creature 
open to attack. 
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The Brute utilizes a trample attack, in 
it runs over opponents before picking up t 
prone bodies and tossing them away. 
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BT 
is | Unlike che Keepers and Pirates who serve 
I | beneath them, Executioners suffer from 
{ lack of intelligence or insecurity. They are 
focused, dedicated warriors who aim solely 
e | to please the Empress of Time. These 
| creatures should be handled with extreme 


A powerful being said to lead the-Crows in 
their efforts to purge the island of intruders. 
Tt is unknown iibether the Crow Master 
was created by the Empress, or is simply a 
byproduct of her enchantments. Either way, 
care should be taken when this creature 
! appears. 


Native to the Island, these small winged 
| monstrosities physically resemble crows, but 
they possess a killer instinct unique to the 
species. They often work together to distract § 
and harm their enemies, Capable of 
communication, these crows have a sinister 
sense of organization 


wo 


itate off the ground gt. The Executioner is an exceptionally skilled 


groups. They often wait for their prey to turn and perform graceful floating attacks that are {| warrior, capable of powerful strikes and the 
ability to block most conventional attacks, This 


his or her attention away before diving in for difficult to dodge. 
anattack, i creature’s Menog Mace can knock opponents 
: armen - 7 jeans 2 << oh to the floor, rendering them susceptible to 


niga We 
additional damage. 
sae Fo 


Swift and nimble, Crows are dangerous in 


The Crow Master can I 


This creature has difficultly defending against 
‘acrobatic attacks. z 


he Executioner has no known weakness, 


attacks won't inflict much damage. A single / 
blow will usually knock down a Crow, 4 


The Crow Master can summon Crows to aid 
him in battle. When threatened, the Crow 
Master can also teleport by transforming into 
multiple Crows. 


Ps, 
+ Can penetrate an opponent's defensive stance, 
+4, fendering traditional blocking maneuvers 


| utterly useless, 
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Keen eyesight enables these flying creatures 
to track their enemies from afar, attacking at 
the most opportune moment. 
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| Rumor speaks of an ancient, mythical beast J 


6 {| that dwells beneath the Island of Time. 


a ‘The Empress has put it to use guarding 


the island's most valuable artifacts. Few 
creatures can match the power and ferocity 


| of the Griffin. This massive winged creature PM 


is capable of swift flight, allowing it to 


} dodge most conventional attacks. It swings ® 


ies bully wings to fend off pesky opponents. 
The Griffin is said t0 be ite us of years 
old, leading to speculation that it can 
regenerate itself over time. 


The grit’ S strengths are numerous, including 


the ability to fly and regenerate health over 


The sri has no known weakness. 


When eal the Griffin fears up on its 


& | hind legs before slamming into the ground, 
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This produces a devastating shockwave, \f 


obliterating anything in its path. 
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“These magnificent warriors are truly.a sight 

to behold, as their combat prowess is second 

to none. Originally ereated to manage the 

enslaved villagers who built the Empress’ 

Fortress, they now manage the twisted 
my that inhabits it 


| Imperial Guards are incredibly skilled warriors, 


eS SR 8 SR 


capable of parrying most conventional attacks 
and dealing out significant damage in return. 
Note that’ a Srosh Sword cannot be broken. 
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Keepers are fierce warriors, capable of 


{ devastatingly powerful attacks. However 


their combat skill is offset by remnants of 
their self-serving personalities. They. ar 
often t00 bi g approval from their 
superiors (Executioners) and berating their 
subordinates to function effectively, It is 
wise to exploit this weakness 
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Keepers are Senin with high stamina 
and efficient armor, It takes several direct hits 
tokill them. 
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Keepers are very slow due to theirheavy armor, 
This makes them easier targets in battle 


} The Keeper can knock an opponent to the floor 


and finish him off with a single blow. 
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i, Built from the remains of hapless pirates Nk ¢ power Bec Expertly trained in the art of stealth, these 

re { lured to the Island of en, vel sts. { creatures can traverse the castle grounds 

7 cannon fode { unscen. The Empress often puts them to use 

i These simple sand E overseeing her other creatures. Sword and 


angerous ori down dagger strikes will rip a victim to shreds 


q itis rare to enco | elong long befare they can locate the source of stich 

Kt travel in pac ‘ows of razor-sharp teeth cap, ey 

Sy! On some they ure joined b ht through bone in a sing 2 

more powerful ind Executioner ae 
ft on rises ‘i ia Sep ee ey 

7) ae = = The Shadow’'s greatest strength lies in its o 

‘ates Scavengers are more nimble than they appear, a be ound unseen. It is nearly 4 

*°! Raiders are capable of pulling off sophisticated capable of powerful jump attacks that can Boe A oil ¢ 
©) synchronized attacks. They will encircle their yt knock down their prey. It is rumored that they _— ‘\ = i 

> prey and strike trom multiple directions at the je Be) can run along walls and chase down their 


same time foes. Sisgiaienpigears or 
) This creature has litle in the way of armor 


or stamina. The Fravashis Sword draws its 
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anes 
i i st strength from its user, lowering health fromthe , \\ “6 
mi. = aciaeegcenars | weapon's owner with each successive blow, ye 
4. I's somewhat easy to avoid their attacks, The Scavenger possesses no armor, nor can it t 
*\) sithor with a parried or a block counter or parry direct attacks i 
b 
\ 
ff icant 1A 
y * = — ™ oo Roe ee ') H 
f Rares 8 Shadows employ a deadly sneak attack, R 
#° Trained swordsmen, Raiders are capable of i Scavengers employ a “pack attack” approach sche aRROneITs and Wronrbiting away, 4 


pi 
i+) pulling off a deadly three-hit combo when the after knocking down an enemy. When this 
opportunity arises | occurs, nearby Scavengers will immediately 
visor ~ victim. 
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The Empress ha: 
é 1 with corrupting life on the 
creating it as well. An outer coating 
shadow-like material enables the Silho 
to streak fron 
most conve 
unnatural ore 
unnatural force. It 


Prince has to defe 


Incredibly quick, the Silhouette streaks about 
the battlefield, making it difficult to lock onto 
and attack. 


v7 Silhouettes are extremely vulnerable to 
projectile weapons. 


These creatures employ a dual dagger 
attack, launching two sharp knives in rapid 
succession. 
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The Spike Beast utilizes @ deadly charge 
attack. While dashing toward an enemy, it 
impales them on impact. 


A wise fighter can take advantage of the 
creature's erratic behavior. In particular, the 


| creature's tendency to cause an explosion on 


impact will prove most beneficial 


When they are near death, Spike Beasts can 
unleash chaotic energy stored within, resulting 
in a powerful explosion 
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THRALL 


To compensate for 
i 


creatures have been outfit 


sophisticated armor that affords t 


hould be 
They will 


their path 


Thralls are quite powerful, sufficiently ar 
and impervious to frontal assaults 


As with the Brute, Thralls do not wear armor 
on their backs. 


Thralls can grab opponents and throw them 
into walls 
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THE PRINC 
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he story begins on the deck of a rai hip in the middle of a tumultuous ocean, Onboard is the 
desperate and exhausted Prince, who has been ona long and arduous journey to locate the island i % 
birthplace of the Sands of Time. As the ship approaches the island, it is attacked by a horde of Sand J == os 
Monsters led by a female warrior named Shabdee. } to back down from a fight, especially ie 1! Fight past the Raiders on 
1 FS the deck. 
= to his goal, he rallies the crew and joins the fry 
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= 2 Climb out of the ship's hull. 
ip 


This portion of t miliar wi buse a 
fighting system. To see the complete list of sand combos, r smbo List” char 
or you can access it via the Combo L 7 V ghting across the ship's Feisug 


on-screen n spear desc tacks and cot k t this si of the game to 

n-screen m appear at this sta he game t & 
itle Shahdee on the 
bridge. 


learn the basics of the Prince's c d follo’ he or > correctly execute them. 


Hesct WHEATON TuVORA! 
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enemies wh 
explosions 

fellow crewman f 

the deck’s wood 

ime Sending\the,unprepared Prince 
oven afd gprovche ship's bowels. 


Moviment TUIORAL 
HOLD a 10 OBINK WAKER 


Ae eunts and restore himself back 
to full health, To drink, press and 
hold down the Special Action button when standing in or next to a water 
source until the Prince's Life Bar is completely filled. 


————_—_—_——————————— 


ie : 
THE BOWELS OF THE SHII 

—_ 

Venture through che ships tneerior until you encounter a room with a 


column in the middl the column (follow the on 


n prompts) 


to execute a deadly acrobatic attack against the Raiders. The two 


options result in different scenarios: Hold down the Attack button to 
cute a Shred 


sword to decapitate any Raiders. Or, hold down the Grab button to 


£ move, swinging around the column while using the 
xecute a Spinkick, swinging around the column and using the resulting 


momentum to kick the opponents with bone crushing force 


1 TOWARD COWNEN 


ACROBATIC Stiles and 
agile as ever, 
iS “the Prince can 
make use of the 


Fic tu1oat 
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the upper hand against his foes. In 

addition to walls, the Prince can use 


columns, ladders, and even other enemies to his advantage. 


Ker 


_ ENCOUNTER ON THE BRIDGE 


a 5" 
the Prince uses the * 


onto the di 


‘As the ship takes even more dam: 


rope and pulley to launch himself b nd our 


of harm's way—for the moment. The mysterious female who 


ordered the assault waits for the Prince. Continue to fight towa 


the left side of the ship, then climb the stairs to the bridg 


his mysterious and brutally savage woman clearly wants to stop the 


nd. Not one to back down from a fight 


s her in combat, even as the flames close in around 


s her dual blades 


ttacks, try to 


f block them and patiently wait for ak to retaliate with an attack from 


the Prince. A 


the Jarap burton follow 


rial attacks work especially well when Shahdee's defen 


by the Attack buttons while mo: 


ievrdte hen te toate even eu hentslice Gn lch heron the say besledotus, 


2 NSE, uk " a te, . 9 


SHAHDEE .** ° gy Sis 
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Also, use the nds the brid 


acrobatic attacks. Move the Prince coward th 


ling that surro 


» then press the Jump 


or Attack buttons to launch a flying ateack. 


lithe prrantundty arfeeae ShahdeetvalllaGaterapplewcichithe Princerensed 


HIP 


to sword style. When the twe 


Ss 


lly embraces rapidly. press 


the Attack button to gain le her. You can even counter 


with the Attack buttons 


some attacks by pressing the Block button in tande 


at the moment Shahdee strikes. 


Block constantly and be patient, tim 


THE PRINCE 


fiitihed fer last Klowe Shubdse sheen come! 
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ri ora ee ate bon ee erences ae fa 
At one point during this battle, MA RCUtUGinres eas 
Shahdeo's blades slice the 

Prince's face. This wound leaves bpd (o> 
‘a scar that remains throughout the ~ \ \ 
Fest of the adventure, 
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The fight is tough and Shahdee is euthless, but the Prince is no stranger to weapons combat. Seeing that he is 


churning waters. Did she say 


card into 


the Empress? Before the Prince blacks out: he flashes back to his last fateful visit with the Old Man 


gaining’ the upeet handeahe quickly lineman and Comerhieiay 


“WRECKAGE 


ek 
. Against the wall tothe right after 
climbing up the set of columns. 


te ag 


Wooden Stick 


. Fend off the attacking 
Crows and navigate the 
fortress ruins. 


2, Find the two Secret Chests: 
hidden in the environment. 


3. Drink from the Fountain 
and save your game. 4 


' 
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4. Traverse the cliffs, walls = j 
and columns, then breach . y, 
the fortress entrance and bs j ie 
h of ®\ 
4 f 17 
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fight the Raiders. 
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@ Since the Prince's swords 
went down with his ship, he 
must make do with a piece of 
driftwood until he can find a 
suitable replacement, Fend off 
the attacking crows with simple 
attacks, then follow the shoreline 


along the beach. 


Follow the on-screen prompts 
to familiarize yourself with 
the camera and controls while 
exploring every nook and cranny 
of this area. You'll find a hidden 
Secret Chest tucked away on the 
opposite side of the steps 


‘ 
ae Break open these cleverly hidden Secret Chests to reveal 
SECRET : le 


and unlock a variety of artwork and illustrations that can be “a 


viewed from the Title Screen via the Extra Features option. “g * 
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CHESTS 


CKAGE 


WR 


@ “ake the steps and follow 


the broken path, pressing the 


In addition to replenishing the Prince's health, these Jump burton while running to leap 


special Fountains imbue the Prince with the ability to mark 


a actoss the gaps. Continue to follow 
FOUNTAINS fis progress and save the game. Make sure to save each 


the on-screen prompts, making 


x s 
Time you come across one. sure to save at the Fountain. 


then pull the Prince back up to 


: 
continue. On the other side of 


ledge and follow it around until 


the Prince can go no further, 


ras @ ome 


eap across the chasm to 
the opposite cliff, then move the 
Prince along the ledge to the right 
until you can climb onto the * 
platform. Run up the wall and 


continue along the path 
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‘Thisnext portion of the ruins 
Brovides anice chance to familiarize 
yourself with wall running. Press 
and hold the Special Action button 
while moving the Prince toward 
the wall ro make him run straight 


across and drop down to the ledge 


on the other side. 


© Just pase the wall portion 


then jump from column to column 
toaccess the ledge above. Jump and 
grab the smallest ledge, then climb 
up and rotate the Prince until 

back is facing the next closest 
ledge and press the Jump button 


Continue to do so to reach the top. 


@ There is a Secret Chest 
up here against the wall to the 
right. Break it open to unlock the 
Artwork and continue along the 


path to the left. 


To get across the first pit, run along the left wall. To leap across the gap 


and land on the ledge to the left, the second pit requires thar you run 


along the right wall, then press the Jump button toward the end of the 


Prince's run. Use the dark portion of the wall as an indicator for when 


ir's time to jump. 


Dispose of another set of Raiders on the other side, then follow the 


steps up to the gated entry. Its iron bars may block his path, but they are 


no match for the Prince's agile dexterity. Hop onto the small step to the 


left of the gare and press the Special Action button to run vertically up 


the wall and grab the ledge at the top. Once inside the fortress’ gates, the 


Prince discovers that he’s nor alone 


at” 


his 


@ To breach che first set of 


fortress doors, follow the on-screen 
prompt and roll through the small 
hole at the bottom. Once on the 
other side, he will encounter a pack 


of Raiders. 


The Prince's 
shown. 


location is also 
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1. Use a secondary weapon 
to fell the attacking Sand 
Monsters. 


| “ 
2, Enter the access way and 
drink from the Fountain, 


Defeat the Crow Master 
and gain entrance into the 
ruined fortres: 


Scale the walls and find @ 
way into the dilapidated, 
trap-filled hallway. 


5, Decipher the mystery of thi 
Warp Room and earn the 
Time Power Recall 

a oe 


) first set of Raiders, instinctively grabbing one of their weapons for his 
>) right hand. You may rabbed a weapon from a fallen foe earlier or 


D disarmed an enemy in battle. Either way, follow the on-screen prompts 
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he massive fortress is straight ahead; its ominous towers and decaying precipices mock the Prince 

with their dark and seemingly impenetrable stone walls, Sensing something evil in the air. the Prince's 
instincts kick in and he attacks Shabdee before she can draw first blood. stats shocked than injured, 
she orders her minions to kill bins while she sprints away. 
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Dous_e Your WEAPONRY 


The Prince calls on his acrobatic skills to disarm and eliminate the 


no 
to learn how to pick up and fight with a secondary weapon. 
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_main weapon is typically a sword, 
but secondary weapons can include 
daggers, maces, axes, and more. / 


Secondary Weapons can sustain a certain number of hits 
before they break. They also have a specific rate of attack 
and deal different amounts of damage. Additionally, each class has a unique special attack. You can 


view the status of a secondary weapon via the Weapon Frame, which appears to the right of the 
Prince’s Medallion in the top-left corner of the screen. As the weapon weakens, it changes color 
from white to red (its damage status). As a general rule, it’s always a good idea to carry a secondary 


weapon whenever possible 


BREAK ABLE During this 
W OBJECTS quest, the Prince 
ae will come across 


an assortment 
of objects and 
items that can be destroyed with 
his weapons. While many will just 
break and shatter, some objects will 
reveal Sand Clouds while others, such as weapon racks, will offer up new 
secondary weapons! 


lump across the next small pit and continue through the doorways. On the other side;the Prince encounters 


a new enemy—the Crow Master. This robed sentry controls the crows inhabiting the island and will do 


ss 


everything in his power to keep the Prince from moving onward 
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Make sure to block the Crow Master's slicing attacks. You can easily 


telegraph them by watching his arm, as he deliberately raises it above 
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his head before bringing his sword down. The Crow Master typically 


attacks in combos of two and four hits. 


THE Rt 


The Crow Master is adept at blocking but quick hits and 
combos, as well as acrobatic attacks, will catch him off guard 
Be aware of the environment when using acrobatic aerial attacks, as 
it's easy to over jump your target and fall over a ledge. After a series 
of solid hits, the Crow Master disappears in a cloud of feathers. 


Nae LOW 


skills enable him ro continue, Run up the wall to the left of the 
entryway and grab the ledge. From here, vertically run up the wall and 


s the Jump button at the cop to jump across to the opposite ledge. 


THE Crow MASTER REVISITED 


‘ontinue to block his blows and quickly retaliate when he 


ob, only to re-materialize on a ledge high above. 


tally run along the wall over the doorway to reach the ledge on the other side. From here, turn around and double back, horizontally 
sunning along the same wall once again, except this time the Prince will grab a small ledge above. Pull him up and move to the left, then jump 
p, grab the next ledge and pull the Prince up once again. From here, leap over to the hanging pillar behind him, then rotate the Prince around 


ge in battle yet again. 


t battle will take care of the Crow Master once and for all. As before, block and quickly parry his attacks 
with a few solid hits. When he finally goes down, take b pon for good measure. Locate the wall panel on 
the back wall and activate it (vertically run up the wall over it). This opens the door to the left, allowing the 


Prince to gain access inside. 


@ Horizontally run along the 
wall until the Prince reaches the 
hanging red tapestry. When this 
occurs, the Prince automatically * 
grabs it and slides down to 
the floor. Fight the Raider ff 
patrolling the area, then J 
climb up the rubble to the 
base of the stone pillar 
along the left side of the 


room. 


© Vertically run up che pillar co grab the ledge ar.the top. From here, shimmy the Prince” 


around to the left and pull him up to the ledge. From this location, he can get onto the dilapidated 


walkway. 
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It looks as if this hallway was once filled with deadly traps and obstacl 

used to keep intruders from gaining access to the room at the other end 
Perhaps due to the passing of time or lack of upkeep, these traps are no longe 
fin proper functioning order. The first trap is a buzzsaw that moves up and 
‘down the length of the wall, except this one seems to be stuck at the edge of 
the pit. To avoid this trap altogether, run horizontally along the right side 


of the wall 


Around the corner, a series of spiky poles jut out from the floor, but break 
Be down before their rusty spikes can slice through the air. Continue past them, 
; r 


then head through the curtain of water into the room beyond. 


wall, jusc passing over the gap 0 
the entryway below. The Prince 
will auromatically grab the ledg 


on the other side. 


@ From here, drop down so 


that the Prince is hanging from 
the ledge, then shimmy to the 
left. While keeping a handhold 
in the crevice, grapple around the 
opening to gain access into th 


hallway on the other side. 


THE W/ARP ROOM 
a 


Thanks to the Talisman Farah relinquished at the 
‘and of his last adventure, the Prince still has the 
ability to control time. These abilities, which lie 
‘dormant within the medallion’s sand slots, are 
Bctivated over time. By passing through the 
time portal in the Warp Room, the Time Power 
of Recall (the first of nine powers) is activated. 


This power enables the Prince to rewind time to cancel a mistake or avoid 
an enemy attack. The crescent-shaped Power Timer (located inside the 
Prince’s Medallion) displays how much time the Prince can rewind (a full 
timer represents eight seconds). To activate Recall, press and hold the 
Rewind/Slow Down button. When you're finsihed, release the Rewind/Slow 
Down button to resume play. Note that each rewind uses one time slot 


‘You cats 
RECALL 


ve your game at the Fountain, t d into the interior of the © 


lar room. Upon entering the room, the Prince spies Shahdee 


i el 
1 nd yortex. Before he can reach her, she” 


the middle of a sw 
disappears. The Prince then steps into the sands, prompting time to. 
shift and warp around him. When the room stops shifting, the Prince 
looks to be in the same room— 


new... Before he can react to this strange set of circumstances, Shahdee 


launches a surprise attack and runs away once again, 


¢ everything thar was old is now © 
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aving stumbled upon a time portal, and as long as it is active, the Prince can use it to travel back 
and forth between the past and the present. Still srinarting from the surprise blow from Shahdee, he 


decides to give chase. 


— 
Inside the hallway beyond the Warp Room, the Prince finds that the same traps that were previously in 
disrepair are now functioning. The spiky poles, which spin back and forth across the floor, are covered wih 
razor-sharp blades. Since they're moving at a slower rate of speed, simply run between them as they move 


away from each other 


The buzzs around the corner are tracking up and d he w on either side of the pir. Pick a side and 
wait for the whirling blade to track down below the floor and into the pit. When this occurs, run along the 
wall and over the blade before ir nges direction. If the Prince takes damage from either trap, don’t forget 


to use the Time Power of Recall to rewind time and try again. 


a FIRST STEPS IN THE PAST sas 


1. Avoid the tra 
hallway. 


2. Unlock the door in the 
Entry Room. 


3. Battle the Silhouette 
enemies 


| 
| 
| 


4, Enter the fortress. 


ENTRY ROO, 


Around the corner, thé 


Entry Room is the same as 
it was before, except it's no 
longer in disarray. There is also” 
a large welcoming committee of 
Raiders waiting for the 
n to the death, 
suds left behind in their 


© The door across the room is 


sealed shut, blocking the Prince's 
exit, so jump and grab the wooden 
pillar to the left of the hallway 
entrance and climb it. At the top, 
jump over to the stone column 
and grab the ledge. Shimmy to the 
left and pull up onto the walkv 

There's a Secret Chest up here, so 
unlock its contents before moving 


onw 


© Follow che walkway around to the left, chen run along the wall to make the Prince § 
ledge of the stone outcropping. You can pull up if you want, but you need to drop back down and 


shimmy around the outcropping to the left to pass by the large chain blocking the Prince's path. 


@ Pil the Prince up once he reaches the other side, then jump over to the walkway behind 
him and follow it around until it ends. Run along the wall to activate the switch, and hold down 


the Special Action button until the Prince reaches the 


Back outside, enter the hallway straight ahead, which leads the Prince back toward the steps to the fortress entrance. To ger past the set of spiky 
poles, hug che right wall and move past the first one as it begins to track to the left. Hesitate for a moment at the next one, then quickly dart past it 
it also changes direction. You can also press the Jump button to execute 


aroll co dodge the sharp blades. 


Patience and timing are all that’s required to get past the next set of thr 
spiky poles. Just wait for an opening and thread the Prince through, weaving 
around them to the safety of the other side. Make sure to save your game and 


replenish the Prince's health at the Fountain around the corne 


As the Prince enters the courtyard leading to the fortress, he encounters 
a new enemy, the Silhouette. These monstrosities are capable of twisting 
themselves into improbable shapes, making them extremely difficult to 


target. Ain outer coating of shadow material enables the Silhouette to 


1 


S 


streak from place to place, deftly avoiding most conventional attacks, 


PA 


However, they do have a weakness: an accurately thrown weapon will 


ac 
eZ 


decapitate them in one fell stroke. Target them from a distance and throw 
asecondary weapon at them. If you don't havea secondary weapon, unleash 


quick combo attacks to keep them from darting away and retaliating, 


S 


Continue up the long staircase that leads to the fortress but be prepared 


TEP: 


S 


ro fight a pack of Raiders and another Silhouette. When the path is clear, 


T 


head through the massive doors of the fortress to find out what dangers 


FIRS 


await the Prince next. 


roe an % 


inding himself inside the massive fortress on the Island of Time, the Prince is on the trail of Shahdee, the 
mysterious woman who wants him dead. If he can catch up with her, perhaps be can find out more about 
Aim the Empress. 


Avoid the traps and fight 
the Raiders while traveling 
to the Central Hall 


VY ~ 
CET TO THE CENTRAL HAL 
nee 


Inside the fortress doors, a trap in 
the form of rorating blades appears 
To avoid their long, sharp edg 


wait for the blade to pass by, then 
Use the Prince’s acrobatia’ 
skills to find a way up to 

the balcony exit. Jump burton to roll underneath in 


quickly follow after it. Press the 


i case your timing is off. Make sure 


you clear its completely once you're 


on the other side. 


Leap across the pit toward the back 


wall to land on the small ledg 


From here, jump and grab the nea 


Survive even mote traps inl small ledge, then pull the Prince 
the halls of the Southern 


Passage. upandr at the process to grab 


the next ledge above, 

down the length of t 

the right, then drop down to 
the bottom ledge and jump 


across the pit to the floor on the other side. Roll through the series of rotating blades, then head intow 


markings along the foor remain a mystery for the time being. Put the Prin: 


test by annihilating the Raiders in the area 


You can leap across the chasm and save your game at the Fountain, although the path you need 
to take is back on the other side. The decision is yours. 


@ From the Central Hall's 


entrance, jump up to the ledge 
on the left. Continue to climb up 
to the highese ledge, then jump 
across to the closest pillar. Rotate 
the Prince so that his back is 
facing the pillar to the left, then 
jump toward it. From here, turn 
and jump to the next pillar, then 
jump over to the platform on the 


other side of the room, 
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@ Once on the platform on the other side of the room, run up the wall to access the ledge above. The objective 
here is to reach the balcony above the entrance. To do so, run along the wall and jump toward it. Be prepared to 


fight a Raider once the Prince reaches safe ground 


The next hallways are filled with dangerous traps, pitfalls and I 
thar would d ge even the bravest warrior. The first trap is a set 


Of spiky poles thar are rotating b d forth dangerously close to the 


edge of spike-filled pits. To traverse this area, wait for the poles to 


by, then take a running leap coward th e. Repeat this proce 
gain at the next pole, chen move onto the ladder and slide down it to 


drop to the floor. 


xt portion looks tougher than it really is. Move the Prince onto 
he ladder, then wait for the three spiky poles to separate away from 
ach other. As soon as they are far enough apart, quickly slide down 
he ladder. From here, jump across to the ledge on the opposite wall, 
hen move the Prince around to the right until his back is to the second 


adder. Jump again to grab it, then slide down. 


yourself for the next set of traps. These spiky poles move up 


and down the length of the hallway's walls. Precision timing” 
is required to get past them without taking damage and being 
knocked into the spikes below. Wait for the second pole to move 


downward before attempting to run across the wall. 


The holes in the floor of the next 
hallway are home to pressure 
sensitiv 
that can jut out and 
impale the Prince the 
moment he walks on them. 
To bypass them without 
harm, sprint at full speed 
to stay one step ahead of them. Don't hesitate or stop moving until 
he is safely on the other side. Don't forget to save at the Fountain 


before moving onward, 


The trap-filled halls of the 

corner. In addition to floor spikes, the Prince must duck under a spiky 
pole. Wait for the pole to start its downward movement, then run toward 
it. By the time the Prince reaches the pole, it will already be moving back* 


upwards, allowing him to pass underneath without getting hit 


The next portion of the hallway has a set of three spiky poles 
cover the length of the hallway. The furthest one to the right mov 

a different rate than the others, so dart by it as it approaches and squ 

in-between it and the other ewo. Once past this trap, the Prince finds — 


7] 
himself in the fortress’ Antechamber. 


CHASING THE GIRL IN BLACK 


Se 


Wy Inside the Antechamber along! the left 
wall. To reach it, run along the back — 
wall and over the gap separating the 
section of the floor, 


2, On the other side of the damaged gate 
‘on top of a balcony. To getit, the Prince 
will need to return after receiving a 
special weapon. Pigs 


UPGRADE PEDESTA L 


Located at the end of a secret passage above a 
t can be acquired, the Prince needs: 
i 


ge, he gets anothi impse o 5 
bes be getvanciher slimpiecy inside the Antechamber. 


end. He knows she must be the k 


ING THE GIRL IN BLACK 


unraveling the mysteries of the island and, as such, it's imperative that he catches up with her. . — 
} Unfortunatel y she uses shuts behind her. Perhaps the lever hanging from the : 
fa ceiling will have an effect on the door? Before the Prince nder further, reinforcements arrive to keep him from ; 
z 
oq Sf, 
2 


Leap from balcony to 
balcony while battling 
the enemy to access the 
hanging lever 


Ss 


CHA: 


a, B 


Along with some R 


Re arr FORA SE ars nie : 3. Find a way across the 


ri massive pit. 
reache 


Once they've distracte ir prey, they'll ofte 


and cut them down in fierce 


ig hes ta ‘ 
GA base che ro goal shouMOCM goth dh 


reason being is they will stay frustratingly out of reach, yet continue to launch their daggers at the 
Prince while moving about. Try to break away from the pack to target and throw a weapon at them. 


Once they have been dispatched, concentrate on the remaining 
Raiders and Bladedancers. The Bladedancers can be especially 
tricky, as they are quick and can parry many of the Prince's aerial 
attacks, knocking him to the floor when he tries to jump over them. 
These enemies don't have great armor, so a few well-placed hits will do them in. Grabbing a Bladedancer 


vill also render her acrobatic maneuvers useless. 


@ IF you acquired the Secret 
Chest (see tip box), return to 


the middle section of the room 


and locate the column with a 


wooden bar sticking out of it. 


Get underneath the bar and grab 


it. The Prince can use these bars 


to swi 


g and launch himself up 
to higher levels. Swing toward 


the next bar above and press the 


Jump button to let go while on the 


upswing, This causes the Prince to 
fly through the air and grab onto 


the next bar. 


VAR AUTORA! 
SWING ON HAR, 
1B 10 LAs 


& : @ Peforescalingtheupperreachesofthe Antechamber, 

SECRET. head to the back of the room and run along the back wall 

CHEST! to the left, spanning the chasm that separates the left side 
of the room from the middle. On this section of the floor, 
search this section of the floor for a Secret Chest at the 
base of a column. 


© Now rotate the Prince so 
that he is facing the opposite 
direction, then shimmy around 
to the left so thar he is now facing 
the balcony ledge along the rig 
side of the room. Hold down the 
Special Action button to swing 
from this position, then launch 


toward the balcony le 


@ Dispose of the Raider and 


rly move the Prince along the 
eam. Annihilate the Raiders on 
next platform, then grab the 

a: juccing from the wall. Swing 
_and jump to the next bar, then 
swing toward the wall, pressing 
the Jump button when the Prince 
makes contact with it. When timed 
cortectly, he will push off the wall 


and grab the beam above 


LANCING ifthe Prince 
- + fas 


fall. Simply pull him back up to 
continue across. 


© Pull the Prince onto the beam, then aim him toward the balcony on the left and press the Jump button 


to leap over to it. Be ready to fig 


to make the Prince hop over and grab the ¢ 


archway above the center of the roon 


t off a Bladedancer when he touches down. Move toward the balcony’s railing 


From here, position him in the corner so that his back is to the 


d jump to it 


—— Fo ee 


© Slowly wallearound the beams of the archway 

Prince s the other side. Drop down so that he's hanging © 

from its side, then jump across to reach the balcony on the 
f Fi a 

opposite side of the room, Dispose of the enemies, then hop over 

the railing of the balcony so thar he's hanging from the edge facing 


the tapestry against the wall. Make sure he's directly across from 


the tapestry, then jump to it. As he begins to slide down it, jump a 


cond time to leap off and land on the balcony directly below 


Jumping from the tapestry to the e Another Bladedancer confronts the Prince on the next beam. 
" balcony below can be somewhat er ap , then jump over her sweeping attack and strike bac] 
tricky. Don't forget that if you ce lands. Jump and grab the beam jutting from the wall above at the 4 
iiss on your first opportunity, edge of the balcony, then pull the Prince up. From here, jump over to the %, 
simply use the Prince's Recall next one to the left, chen jump toward the wall co the left and press the Jump’ 
power to try again, butron again to spring off it and grab the beam above. From here, jump over — 


to the balcony where another set of enemies attack. 


UPGRADE PEDE 
Jam To access the secret passage that leads 
to an Upgrade Pedestal, you must return 
here later with a special weapon. Break 
through the damaged gate and pull the 
crate onto the balcony near the back 
wall. From the crate, grab the ledge of 
the opening, Use the wall panel to open 
the door and invoke the Eye of the Storm 
to get through itin time 


There are a series of traps and hazards 
to avoid from here to the Upgrade 
Pedestal. Retrace the Prince's steps 

to return to the Antechamber, hop onto 
the small platform, and run up the wall 
to the right of the shut door to reach the 
other side. 


As before, hop over the railing and 
position the Prince so that he's 
directly across from the archway. 
Jump over to it, then walk to the 
middle and venture onto the small 


section that leads underneath the 


hanginglever. Grab the lever to open 


the door on the ground floor. 


SECRET. Before descending 
CHEST. tothe floor, drop 
back down to the 
beam and move 
along itto the right. fis) Leap 
over to the balcony across the 
way to find a Secret Chest. 


= ep > 


The quickest way down is to run along wall, across to the tapestry. By 
doing so, the Prince grabs the tapestry and slides down it, landing right in 


front of the opened door. 


There's no opportunity to rest, even after the difficult and hazardous steps that were taken to get through the Antechamber. There's a massive, spike 


filled pit in the corridor on the other side, with seemingly no way to pass by it 


Follow these steps: Carefully drop over the lip of the edge to hang from it 
and locate the tapestry. Take a breath, steel your nerves, and drop down 
again. When done correctly, the Prince will slide down tapestry. As he 
reaches the end, however, you must jump off it and land on the beam in 


the middle of the pit 


Now simply jump from beam to beam. At the third beam, take one las 
jump toward the floor, making sure to hit the ground running when he 
lands, as it’s filled with pressure-sensitive spikes. Take a drink from th 


Fountain around the corner and save your game, 


1 Fight Shahdee to the death 
and save the mysterious 


woman. 


a Pm 
ee BATILE AT THE SACRIFICIAL ALTAR 


As the Prince arrives in the 


The sounds of a nearb 


Shahdee. Calling him to her aid, 
thi nce surmises that the enemy 


of his enemy i: is friend. He 


BD then jumps in to save her just as 


D Shahdee throws her off the altar 


where she is now hanging for life by 


her fingertip 


A DAMSEL IN DISTRESS 


he spies a strange, wraithlike 


ks across the room to find a beautiful young woman 


w 
an 
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EL IN DIs 
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RMB Ba — ee si aa 
Not only dees Shahdee want fl ila, ar r 
Pee = After che Prince pulls che woman up from the ledge, 


trying to climinate the mysterious . The Prince informs her thar he secks an audience with ti 


Repeer stare ines ftein the z but she replies that today is a very important day and th 


edge of the altar. Dont sive her the Empress can't be disturbed 
UE eg Ra errant and qufchly deawiliet 

blood. With her last dying breath, Shahdee tells the Prince he cannot chan 
f’' Se re he can decipher the meaning of her words, chaos erup 


f (ay E 
f 6 * and the Alter room buckles and crumbles, as | chunks of the 
ound and separate tl rince from the womar 


ghis help, she warns him to stay away and disappeat 


we Shahdee will launch a series of 


SHAHDEE : lethal combo attacks, using her 


pina weeike-and impale When 


Riven dre chance cehetallliales 


Kick at the womans hands, doing 


oh cei hee best to send her falling into 
the abyss. If Shahdee can kick her 


heads cpprodraately ve eiareclithe woreancqvill (all $0 feeedleatle 


The best way approach the light with Shahdee is to block her attacks 


as often as possible, then wait fora break to retaliate. Aerial attacks 
Neashe 


defenses are down, especially after she 


work well when h 


ye 


string of combos, Continue to block her blows until the 


then quickly dart in and launch an aerial attack followed by a few more 
combos. As soon as Shahdee blocks the Prince’ last hit, hold down the 


Blacidbucion toravond celine cameos! 


G G 


has an unblockable 
h she kicks at 
ends him flying 
room. When 


this aetack connects» she will 


Shahdee alse 


attack in 


woman off the ledge. To avoid this 


pills bxcle 


whe 


For every one-thied of dai 


he takes, Shahdee will engage the Prince 
in a sword-to-sword battle of strength and will, When thi 
rapidly press the Attack button to push her back. Losing thes: 


results in the Prince 


attacks 


king massive damage. The Prince ultimately 


finishes the job by impaling Shahdes with his sword. 


i 
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1, Take the secret passage to 
the Upgrade Pedestal and 
gain a life upgrade. 


a | 


2. Uncover 


3. Use the bars, beam, poles 
and ropes to climb and 
navigate the chamber 


4, Use the traps againstthe 
deadly Bladedancers. 


Climb up the corride 
access the Warp Roo 


DE SS 


corridor behind the altar, Pull 
the altar along its tracks to open 
a secret panel in the wall and 


press and hold the Sp. 
button while standing in front 
of the altar to grab it and pull it 
backwards along its tracks. This 


opensapanel in the wall, 


The Prince must survi 
passage. The first is a lon 
tracking in opposite directions. Sprint down the le 


without hesitating and weave through the poles. 


Around the next cornet 
cond setof floor spike 


this time there 


a spiky pole 
og 


rotating up and down the 
wall with a rorating bla 
at the end. Wait for the 
pole to drop down to itse\ 
lowest position, then start 
running, hugging the left 


pass under the pole and when he reaches the rotating blade, 


‘Oftentimes, shifting the camera angle to the Landscape View may 


) make navigating pitfalls and hallways easier. It may even reveal a 


ip or hazard that may otherwise go unnoticed. Experiment with the 
‘ape Camera button to find the perspective that's best for you 


the walls over a sp eilled pit. Rai u 
ent. As the Prince touches down’en the other side, Bitrediately ge 


into a roll and head for the corner. This should enable him to go under th 


rotating blade and land safely in the corner of the passage. 


The final section of the passage has a long set of floor spike 

spiky poles. The first pole runs back and forth, while the se 
moves up and down. Wait for the first pole to move down the length of t 
passage and immediately follow it. As it reaches the end of its track, roll 


underneath it and keep running under the next one. 


The reward for this dangerous journey is an Upgrade Pedestal. By inserting his talisman into. | Now return back the way you came 
the glowing red portal in the middle of the pedestal, it is infused with life giving energy. When Thankfully, the traps have beer 
placed back into his armor, the magical energy within spreads through his body, raising him off disengaged, which makes the returi 
the ground and filling him with new life. Each of the Upgrade Pedestals increase the Prince's life trip less risky. If you didn’t notic 
bar incrementally. it before, open the Secret Chest t 


the left of the stairs near the altar. 


@ Backinsidethemain chamber 
climb to the top of the huge chunko 
debris along the left edge, then jum 
across the gap to the ledge agains 
the chamber wall. Move around th 
ledge to the right and jump to th 
bar jutting out of the wall. Swin 
around for momentum, then rcleas 
the bar on the upswing to grab th 


nextle 


the ledge to the‘other side. Scour 
the area for another bar, Jump to the 
bar, then jump offivand jump again 
when the Prince touches the wall to 


grab the next bar abo’ 


@ Make sure the Prince is 


facing to the left, then swing 


around and leap off the bar on the 
upswing to grab the top of the huge 
stone column. From here, locate 


the rope hanging from the ceiling 


| 


| ©@ kun» up the wall to grab 


{che rope, then start swinging b. 


and forth across the 4 


coward the beam on the right and 


release the rope to run the rest of 
yche way to it 


Get on the beam and jump down to the balcony below. From the Fountain area, drop the Prince over the 


en beam is visible just below the ledg 


the gap ro the portion on the other side. Follow the small ledge around 
to the right, then walk out onto the middle of the 


edge of the busted portion of the balcony walkway. A bro 


Drop down to it and leap acre 


nd-releasing statue. Across the way, against the 


opposite wall, make a leap of faith to the small ledge. @ 


TIMETO @ Nore that there is @ Fountain near callout #7 
- {see map). Use this opportunity to save your game and 
B OAV E gather any Sand Clouds from the vases before taking The Prince is never really safe on this island and this seemingly quie 
part in any more death-defying maneuvers. and secure balcony will soon bear witness to this firsthand. As soon a 
the Prince walks into the adjoining room, a vicious pack of Bladedanceri 
% zi ‘ceiling above. 
‘Walle around the small ledge to the left and jump across to the pole esc 
jutting from the wall. J Swing around the pole ro get moment 


The Island of Time may be filled with deadly traps 
TORN THE meant to keep intruders from reaching its inner 
TABLES chambers, but these same traps can be used to the 

Prince’s advantage. When activated, the wall panel on 

the balcony triggers a series of thrusting spikes from 
the ground. Try this: Run outside and lure the Bladedancers behind the 
Prince, then run up the wall to trigger the panel, The spikes should catch 
any enemies foolish enough to be standing on the spiked section, 


then jump from it to the statue 
head beyond. @ Jump and 
grab the ledge, then jump and 
grab the crevice in the wall and 
shimmy to the right to access the 


balcony. 


@ Climb onto the small stone steps and run up the wall to grab the 
rope. Instead of swinging back and forth across the wall, climb the rope 


t6’the top, then jump and grab the hanging lever. Pulling the lever 


closes the shutters 


against the wall, which will allow the Prince to 


Back inside the small chamber, locate the wall with the ledge on it an 


continue navigating the chamber. Jump back o the rope (the drop will gab che ledge (run up the wall). Ascend to the next ledge, then jum 


surely kill the Prince otherwise), and return to the floor. Finally, 
urely kill the Prince otherwise), and return to the floor. Finally, run across to the bar behind the Prince. Next, turn around and swing an 


across the unobstructed wall to the platform on the right. 


DARK HAND 


jump to grab the bar above, then swing around and release it to land i 
the passage beyond, 


Run up the wall and grab the next 
rope, then swing back and forth 


and release the rope as the Prince 


is running to the balcony to the | 


ight. 


to the bar positioned between the hallway’s walls behind the Prince. 
From here, turn atound so that the Prince is facing the wall, then swing 
around and get some momentum. When.you're ready, release on the 
upswing and jump when the 
Prince connects with the wall. 
When done correctly, the Prince 
will kick off the wall and grab the 
bar above. Turn around once more 
sothat the Prince is facing the wall 
and swing off the bar, grabbing the 


ledge above. 


Around the final corner isa set of four spiky poles. The two in the middle 
track up and down the hallway, while the other two spin dangerously in 
place. With a steady hand, pick a side and wait for the closest pole to pass 
by, then move into the middle of the two stationary poles and wait for the 
second moving pole to approach and tetreat. As soon as it begins to move 


backward, follow it and move to the left or right. 


Do NOT pull the 
“Prince up on the 
last ledge here, 
* as.a spiky pole 
“is moving back 
and forth along 
the length of the 
passage. 


aie: 


deserved drink from the Fountain and head into the Warp Room's interior 


to see what lies in store next. 


While hanging from the ledge, shimmy around to the left until he can't 


go any further. Wait for the pole to retreat toward the wall and pass by 


“d | iq PBR pos 


the Prince, then quickly pull him up and jump across to the opposite 
side, Once on the ledge, drop down and hang to clear the pole as it 
approaches. Finally, shimmy to the right to the platform. 


Around the corner, a series of buzzsaws track up.and down the walls 
over a massive, spike-filled pit. There are hanging ropes in-between 
the buzzsaws. Use the right wall and wait for the first buzzsaw to 
pass upward and run along the 
wall and grab the rope. Climb up 
the rope a bit and jump across to 
the rope along the opposite wall. 
‘Next, start swinging back and 
forch along the wall, then release 
it toward the next buzzsaw once it 
Starts to track upward. 
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tumbling upon a second Warp Room, the Prince ventures deeper into the puzale that is the Island of 


Time. Who is this mysterious woman and what is her connection with the Empress? And who was that 


ige wraith-like figure on the platform back in the Sacrificial Chamber? [he most pertinent question 


e moment: Why isn't the Time Portal workin 


The Sands of Time, which control these portals, seem to be ab t. Perhaps the four panels on the walls 


have something to do with it? To switch them all on, they need to be activated in a certain order 


The sequence in which they are activated is random. Trial and error is the only way to discern the order, 


memorizing the sequence as you go. If you select a panel out of order, you are forced to start from the 


beginning. When all four panels are portal reactivates. Now thar the Time Portal is working, step 


onto it to return to 


he presi 


Ls 


B 


“Ha 


1. Activate the Time Portal. 


le 


2. Use the Eye of the Storm 
Time Power to get through 
the doorway 

iy . 

i 

| 

} 
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3. Find a way through the 
Dark Hall and into the 
ing created by the 


footsteps cause the Prince to duck behind some rubble 


= source ofthe footsteps turns out to be an imposing creatun 


ee called the Dahaka, Spawned by the Prince's disruption of the 


Timeline in his last adventure, the Dahaka has been sent to ale 
n remove the Prince from this world. This imposing creature has Wall 
al speed. Eye of the 

eni les him to defy speed- 
limited traps and fight his enemies 
while they are slow and helpless, 


been chasing the Pr 


The Prince gets an opportunity 
ro experiment with his newfound 
Time Power right away, Inside the 
corridor beyond the Warp Room, 
there are two spiky poles shifting 
back and forth along the width of 
the hallway, They are also right 
in the middle of a long section 
of floor spikes, Invoke the Eye of 
the Storm power and quickly run down the corridor. The spikes and 
poles will slow down to a crawl, enabling the Prince to run by them 


unscath 


Hug the left wall and walk onto the ledge, then drop down to the ledge 
low this ledge around to the right, then drop down to thele 
below. From here, drop down 
to the small platform and run 
across the wall to the platform on 
the other side. Continue to drop 
down until the Prince reaches the 
ground floor, then step onto the 
floor panel to open the doorway at 


the other end of the hallway. 


‘Tin pow sunKTO A 
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This door, which is on a timer, will close than two seconds 
nearly enough time to get through it, But using the Prince's Bye 
Storm time power, you can slow down time just enough to make jt th 


On the other side, a few unsuspecting Raiders attempt to stop the i 


FPne ve navigate tie 


$i eank, dilapadaced hall to continue 
the Prince's quest. To do so, run 
along the right-hand wall and grab 
the root poking ont of the wall. 
Get onto the root and leap over 
0 the longer root, then-walk out 
to its edge and jump to the rope 
against the back wall. @ From 
here, lower the Prince down a bit 
then swing back and forth along 
the wall and release coward the 


thin root across the way 


it 


@ S i204 on the root and walk to its end. From here, jump toward the decaying oli 
grab the crack in its center. Shimmy around to the right until the Prince's back is fac 
hanging from the next column, then 
ral : jump to it. Be prepared to jump 
[ra} " 
os in at the bottom of the tapestry 
a g 
before the Prince reaches the end of 


Spin around to get momentum, 
it-This causes him to push off and 


THE DARK HALL 


then swing from one root to the 


land ona piece of debris sticking out 
next. @ After doing so, swing P 8 


of the column. 
once more to access the platform 


in the corner. There is a small 
beam sticking out of the platform. 
Walk to the end of it, then leap 
toward the large rootstalk. The 


Price will grab the root as he 


wn 


Fg kequires a leap of faitly as the, Prince must jump 
e debris all the way over co the branch sticking out of 
he column beyond, From this hanging position, move around the branch 
til the Prince is facing the large platform below, Get some momentum, 
hhen jump off the branch and onto the platform, where a Raider has ta 


up posi 


© Leap off the platform down 
ro the lange section of floor thar 
ins below, then get ready fora 


fs, Rleites cliffs, balconies 


oI the perfect opportunity to 
ab Throw maneuver. Using this 
ill toss. an enemy over a 

ick way to permanently 

n risk attack that helps 

et the Prince fall 


the area's free of enemies, climb up to the s1 

the back wall. Then jump back and forth, fro: 
wall to column, to access to the crevice in the column, 
Start by vertically running up the wall, chen press the Jump 
button at the cop of the run. @ As soon as the Prince hits 
the column opposite the wall, press the Jump button again. 
ntinue to pr Jump button each time he makes contact WM 


ab onto rhe 


ow it’s time for round two. 
This time, jump to the crack in 
the wall, then start jumping up 
to the next ledge higher up on the 
column. While on the column, 
shimmy around the ledge until che 
Prince's back is facing toward the 


branch sticking out of the wall. 


© Jump over co it, then jump 
again to get to the opening the 
Dahaka made in the wall above. 
Pull che Prince inside, then save 
at the Fountain before moving 


onward, 


THE GUARDIAN OF TIME 
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Inside the connecting hallway, the Prince feels the same energy sapping 
sensation he experienced earlier. All color drains from the environment 
and a disturbi: blurry image hovers ominously in the corner. What 
evil madness is this? Since time literally is of the essence, leave the 


apparition and move onward. 


As the Prince leaps across the spike-filled pit, he hears the thundering footsteps of the Dahaka behind him 
As it approaches, the ground trembles as the walls and floor are pulled into its gaping emptiness. Having 
proven to be unstoppable, the only action to take is run! Start sprinting along the walkway without hesitation, 


as chunks of the foor crumble and evaporate under the Prince's feet 


Around the corner, quickly run 


across the wall before it shatters 


into rubble. Keep running, and 


leap off the end of the walkway 


and onto the pole 


-& THE GUARDIAN OF TIME pS :23 gg 


Return to the Entry Hall 


» 


Race through the 
passageway to the Warp 
Room 


| 
j 


p button on each 


ce reaches the other side, the Dahaka flies 
across the landscape and pounces, 
just missing the Prince as he rolls 
through an opening in the wall 


and drops into a hallway. 


It seems as if the Dahaka has been stopped... at least for the moment. 
Break through the barrels barring the Prince’s path and continue up 
the stairs. At the top, the Prince finds himself back outside near the 
fortress entrance. Drop down onto the balcony and run across the wall 
jumping at the end over to the column beyond. Climb up the column 


just a bit and rotate the Prince around, then jump to the next balcony, 


which leads back to the Entry Hall 


the Prince needs to get over to the opening 
along the back wall, To start, run along 
the wall and grab the tapestry, sliding all 
the way down it to the floor below. Upon 
landing, prepare to engage the Raidersin 
battle, Don’t forget that the Prince can 
use the environment to his advantage. 
se the pole sticking our of 


the ground to execute a Shi 


WHATS THER, 
BTCANNCI CROSS THE WATER 
. oS a Sawer 
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DIAN OF TIME 
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oter the Sand Wraith: 
e Entry Room. 


enlock the 


Bf before the apeming cieses 


Before going any further, there’s a hidden Upgrade Pedestal to find that will lengthen 
the Prince's life meter. To find it, first locate the floor panel on the opposite side of 
the staircase, which is obstructed by a cluster of barrels. Destroy them to get to the 
panel and activate it. 


After doing so, use the Prince’s Eye of the Storm Time Power to slow down time 
and immediately start sprinting up the staircase. At the top, roll through the small 
opening along the wall to access the hidden corridor. 


The other side is a hazard-filled hallway, filled with rotating blades, floor spikes, and 
bone-crushing stone crushers around each corner. This last trap constantly thrusts 
from the left wall and will take off one-third of the Prince's health if it hits him. To get 
through the corridor unscathed, invoke the Eye of the Storm Time power to slow down 
the traps, The second Upgrade Pedestal is located at the end of the trap-filled corridor. 


Eventually, the Prince arrives back at the Central Hall, except this time 


ONWARD TO THE H 


— chasm to the platform on the other side, then head upstairs. 
Return back through the corridor and activate the wall panel ro exit 


Outside, there is a Secret Chest in the corner to the left of the doorway 
n behind a set of barrels. Destroy the barrels and unlock its 
es then activate the wall panel next to the doorway to get back 
inside the Entry Room. 
,. 


There is @ Fountain past the second set of spiky poles Around the corner is a new series of traps. Blast past the spiky pole 
» that will allow you to save your game and go up the stairs. Run past the rorating blade at the top of the stairs 


then stop near the two spiky poles tracking up and down the walls ove 


the doorway that was previously blocked is now open. Leap across th 


A HELPING HAND 


the large, spike-filled pit. If there is any Sand left in the Prince's Sani 

3F 4 é 

t doorway below once more to get back Slots, use the Eye of the Storm power to slow down time and run alon) 
oor. Horizontally run across the wall to the the wall between them. If this isn’t an option, try to run between them 


y, then retrace the Prince's footsteps to open the door. Once back —_ ut be careful as there is little margin for error. A second rotating blad 


outside, head straight across the bridge and into the trap-filled hallway. __ waits for the Prince on the other end 


through the fortress doors. Now it's time to navigate the same serie: 
of traps that he encountered the last time he was here, which include 


} rorating blades and spike-filled pit 


‘talways list every 
Single enemy occurrence in the environment. Just 
MY. Gecelse there are no mentions made of enemies 
if.an area, don't think that you won't see one—or 


Muliple ones—wandering around. To be safe, 


always keep your eyes open for potential threats. 


poles at the top of the next set of 


Stalfs (one pole 18 stationary, wile the other one is moving). There are no 


discernable ledges nearby and the crevice in the wall to the right doesn't 
offer any help. To get across this hazard, wait for the moving spiky pole 
to move away from the Prince (toward the opposite end of the hallway), 


then run along the left wall, jumping off it and the end. This Prince 


should land on the small ledge on the other side of the alc 


Assoon as he lands on the ledge, either move to the right or drop down 
toavoid the pole. As soon as the pole moves away again, move the Prince 
all the way ro the left of the ledge and pull up to the ledge above. From 
here, get as close to the stationary pole as possible, then wait for the 
bortom pole to pass by to the right. As soon as it does, drop down so 
the Prince is hanging, then quickly shimmy to the left until he is safely 
back on solid ground. 


All that’s remaining is a series 
of rotating blades. On the other 
side, climb up the ladder and jump 
toward the lever on the right. This 


{causes the door to open and the 
Prince will reach his goal—the 
Hourglass Chamber. 


dsthe mysterious 


woman he s. earlier. Her name is Kaileena and she is a 


servant to the Empress of Time. She cautions him hat he is 


on a fool's errand and that his mission is impossible. Pressing 


Kaileena for information, she finally reveals the Empress is sealed 
away in the fortress’ Throne Room and, when the last grain falls 
into the Hourglass, the creation of the Sands will be complete. If 
he is to undertake this monumental task, he must undo the very 
fortifications of the fortress itself. Handing him a new sword, she 


informs him thar it is more than a weapon—ir is also a key. 
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1. Along the f BAER fe ay 4? 
moving the lev 0 EAs —— = ph 


At the end of a hazard-filled 
corridor, on the bottom-left side 


of the Central Hall. Position the { . 
lever to six o'clock, then climb | 
and rebound down to it : 
eter ; 
ith the Serpent Sword in hand, the Prince must find a way to gain access to the fortress’ three 
separate towers and shut them down. This is-the only way to unlock the gate mechanism to get | 
a 
a to the Empress . 1, Use the Serpent Sword onthe 
») Pedestal to raise the lever 
e. moe 
\ { 
ra | 
= . | 
= — -_ , 
ra a Return back through the corridor, avoiding the same traps the Prince survived to get to the Hourglass Hall.|_| | 
4 & Ac the alcove along the large pit, jump across to the opposite ledge and grab the crack in the wall to shimmy | 
. around and over to the floor. Continue along the hazard-filled path and return to the Cental Hall. oe 
ey = _ = BiNTaKe H harcowing trip into the 
Yv (= ae | bowels of the Contral Hall to 
) aie” find the Secrot 
uo) di 
pe | | 
| | 
| bad | 
| | 
i if 
} 
ihe } 
On the other side of the chasm, 3. Navigate the hazard-filled 
diac Deince ses s new Serpe corridor and find the 
the Prince uses his new Serpent Sarees pobostel 
Sword on the pedestal in. the 
middle of the room, unlocking aw 
a lever that rises from the floor. | | 
Unfortunately, this also alerts | { 
a toving band of Raiders to hi | 
presence i 
A. Operate the lever to reveal 


the path to the Mechanical 
Tower 


5. Venture inside the 
Mechanical Tower 


» 


i is located somewhere inside the Central Hall. Unfortunately, the Prince “igen ‘t have the proper 
jpment to gain access to them at the moment. Remember this area and return at a later time. 


igh the Prince can't access the Secret Weapon at this point, he can find an Upgrade Pedestal! To find its location, position the lever so that 


in the six o'clock } 5 


position (facing away from the pedestal and toward the chasm), Next, locate the small step down to the right of the pedestal (facing the hallway leading to the fortress 
entrance, not the hallway leading to the Hourglass Hall), hang over its ledge, then jump back and forth from wall to wall to reach the platform below. From the platform, 
drop down to the platform below it. This next partis a bittricky. Run along the ridged wall to the left, then jump off it at the end. This should launch him over to the wall 

to the right. Upon making contact with the wall to the right, jump back and forth between the twa walls until the Prince grabs the platform's ledge above. 


Bul UW 


Now it's time to make a huge leap of faith 
‘to reach the platform with the entryway 
diagonally to the right. Position the Prince i Ss 
atthe edge of the platform on which he's 
‘standing, then jump off toward the one 
below and grab its ledge. Climb up and head 
through the entryway where the Prince will 
encounter a brutal set of traps. 


The first set of traps mixes spiky poles and 
floor spikes, Hug the left wall, wait forthe 
middle set of poles to move down toward the 
floor, then make a dash for the other end. 
Don't forget to maneuver around the poles 
moving horizontally along the floor. 


There's a rotating blade around the corner 
‘atthe top of a set of stairs. What makes this 
portion difficult is that there are three spiky 
poles along the staircase blocking the Prince's 
path. To get by this last trap, run along the wall 
over the pole without hitting the other two 
poles. Wait for the first pole to start moving 
$3 away from the Prince, then roll under the 
rotating blade and run along the right wall, pd 
dropping down between the second and third 
poles. Next, quickly run underneath the last py 
pole as it moves upward, If you have any Sand 7 baa 
left in the Prince's medal ise the Eye of | g 
the Storm power to slow down the traps. The ; an 
Upgrade Pedestal is at the end of the hallway Pr 
& 
~ 


just aroundthe corner. 


| After finding the Upgrade Pedestal, it's time to return to the top of the 

Cencral Hall. Fortunately, this task is much easier than getting down. 
| Take aleft outside the entryway, leap across to the closest platform, and 
|jump from wall co wall to get back up to the top. 


THE KEY AND THE LOCK 


@ Return cotheleverandmove Destroy the weapon rack next to 
it to the three o'clock position tothe entrance, then run along the 
make a set of platforms rise from left wall and jump at the end to 
the abyss along the left side of the land on the platform behind the 
hall. To climb these platforms, Prince 

start on the other side of the 

chasm, at the entrance to the 

hallway leading to the Hourg 


Chamber 


ire length 

+ of small 

s. Get up to the highest ledge 
and move all the way over to the 
0, jump to the 


the Prince 


@ Before you jump the gap 


to get to the cower access path, 
locate the Secret Chest nestled in 
the right corner of the Hall. Leap 


diagonally to the right to reach it 


Unlock its contents and return 
to the platform on which the 
Prince was just standi 

Now leap over to the entrance and 
head inside. The pathway beyond 


most likely be teeming with 


ds and traps. 


1, Pass through the traps to 
enter the Mechanical Tower, 


2. Battle the Brute. 


ecret Chest, 


| | 
4. Use the Eye of the Storm 
power to enter the 
| Clockwork interior 
| 
} 
. | 
. | 
. 


= 


Fight the Spike Beasts 
and find a way through the 
Clockwork area, 


ae. 


THE TOWERS PSS 


The door at the end of this blade-filled p: lever on the wall directly facing the 


entry. Run up the wall coward the lever to activate the swtich, thus opening the door in the process. 

Use the Prince’s Eye of the Storm Time Power to slow down time and make a run for it, rolling underneath 

the blades, as well as the door before it shuts. In the next hallway, jump or run along the wall tc 

pit, then jump from wall ro wall at the passa k wall ro get up to the next level. There a 
here that track back and forth along 
the floor. They move in opposite 
directions and remain stationary 
for approximately two seconds 
when they reach the end of their 
tracks. Wait for them to pass by 


each other and simply run by. 


Climb up the ladder and grab the ledge behind the Prince, then shimmy around to the right. Now jump acro 


to the ledge of the next corridor. Simply wait for the crushers to retract into the wall and run past them. 


The entrance to the Mechanical Tower is just beyond the 
Fountain. Dispose of the Raider guards inside the first room, 
then walk onto the small wooden ledge along the r 

Drop down to the ledge below, then drop and hang from this 


ledge and shimmy to the left. Drop down two more times until 


the Prince is hanging from the final ledge, then shimmy b 


to the right until he is over solid ground. 


i 5 eee 


mall Obhe Raiders patrolling in the afea, then prepate for a truly Aftecsipproximarely 10 hits 
brutal battle. As the Prince approaches the doorway on the other side this occurs, run up its back and! s 
of this open area, a huge, hulking beast comes lumbering through a Brute’s arms, as it will grab at the Prince in an attempe to throw hint 
gainst a wall. When the Brute reaches behind with either arm, move in 


These huge, 

creatures, called 

Brutes, are outfitted 

with sophisticated 

armor that affords 

them a high degree 

of protection. Their attacks include 

the ability to trample their opponents, 

smash them with their massive fi: 

and throw them into walls. Approach 
them with great caution, as their r When the Brute 
sive “ 3 Pro. goes down in 
This creature's only wy defeat, head into 
weakness is its backside : 5% the next area 
and locate the 
soon as the Brute appear 4 Secret Chest. 

evasive action immediately It is hidden on the right side of the NW ARIWOME UNIO 

Press the Jump button small set of stairs. Break it open to 


enever i unlock its contents before continuing on. 


roll and evade its strikes. 
‘This maneuver should Insidé this next area, locate the wall panel and activate it, then run ovel 
also be used to roll through its to the raised platform to the right. Before it has the chance to lower, ru 
ma up the wall and grab the edge, then grab the ledge on the wall above it 
get behind it, While behind ¢ ute, start attacking Pull the Prince up and head into the hallway, then use the Fountain te 


zs, which are not protected by a save your game 


e The opening to the right of the for 


blocked by a revolving mechani e the Prince's 


ye of t m Time power 
more manageable speed. Walk onto the sma 
in front of the mechanism, invoke the power 


jump through the opening when it’s safe to do so 


@ The Prince lands on a 
platform on the other side of the 
huge gear, alerting some Raiders 
and Spike Beasts to his presence. 
From the central platform, 


moving up and 


Wait for it to descend so that it is 
lower than the one next to it and 


jump to the next one 


From the middle spire, wait for Swing on the pole and release it 
the spire a bit beyond to descend to land in the small corner alco 
down to its lowest point and jump Locare the lever and move it one 


toward it, Finally, wait for this ' turn counterclockwise. The pole 


spire to rise up, then jump to the the Prince just swung from will 


spire to the right of ic. also move with ic. @ 


‘new enemy roams this Jump over to the pole and 
ower, the Spike Beast. momentum by swinging around 
it, As soon as the pole beyond (the 
one moving up and down the wall) 
al wolves have been reaches its lowest position, release 
Empress, transforming the Prince's current pole and land 


on this one 


in the Prince so that his back is . je the pole until ic stops, 

facing the wall with the panel on it then swing off it and grab the 

land jump over to the thin wooden balcony’s railing. As the Prince =f 

jplatform to the left of the panel. foot on the balcony, a 

From this position, jump onto the pack of Spike Beasts will 

{small ledge on the right. @ attack. Dispose of them 
with extreme prejudice. 

Run straight up the wall to 

activate the panel, then run along 

ithe wall to land on the side ledge 

lof the wooden platform. Drop 

lind hang from the ledge, then 

shimmy around to the other side 

lof it. Finally, pull che Prince back 

lup and jump off it over to the pole 

before the switch resets and the 

platform returns to. its original 


importance is that @ Spike Beast 
will explode when it is about to die 


(after approximately three hits), so 


he platfort 


ss the way. 


jump ove over to the revolving structure 
Back wall. asics one correctly, 
. the Prince will ride it around 
Sq Jape,off the nd 


fecee Pe eerie Gacicrscath the window, then swing want andi 


one of the extended portions of the rotating gear. 


Ride on the extended edge of the 
ear to the other side, Jump off the 
gear to the pole when it reaches the 
; if not, the Prince will lik 


fall to his death, 


© Swing off the pole and land in the corner alcove, activating the 


floor panel in the process. a wooden plank to swing toward 


che Prince's direction. Exit the alcove and run along the wall. 
the end, jump off the wall and grab the plank before it moves ba 


original position. 


Instead of fighting the Spike Beast with hand-to-hand 
combat, se a secondary weapon (if you have one) 
ind throw it at the creature. 


ALTERNATE. 


t until it stops moving. Jump to 


t until it’s safe to drop 


against the wall, then move to the | 

down onto the platform. Proceed into the small room and destroy the 
ar the area. Next, run up the back wall and grab the 

ide up to the Prince's 


level. 


at ‘This raises the middle platform 


© Venture onso the platform outside. When the coast is clear, grab 


the center railing, Walk onto the middle plank, then jump through the 


gap in the a eee as it ee by. 9 


Return to the corridor and head 
inside. This passage is filled with 
traps thar include rotating blad 

stone crushers and spiky poles. 
If you have any Sand slots filled, 


activate the Eye of the Storm 
to maneuver past these deadly 


obstacles 


jump over to the plank to the 


right, get on the ledge against the # 
IL, then go to the left. Grab the 
next ledge and continue to the left 


to arrive at the next corridor. 


Before corridor, 


continue past the entrance and 


entering the 


move along the ledge to the left to 


find a Secret Che: 


SepeUsS WY 


ena ae 
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After another set of traps, the 
Prince will encounter a wall panel 
at the bottom of the staits bur it is 
too high to reach. To activate it,» 
pull up to the wooden doorway 
to the left, then grab the crevice 

in the wall and shimmy over 

to the panel, activating it in 
the process. Drop down and 
head through the door before 


it clos The: a well- 


deserved Fountain art the 
bottom of the first set of 


stairs, 


\ lh 
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1. Battle the Empress’ Keeper 
a ” disciples. 
— At the base of the stairs, he Prince enters the Mechanical Pit. This huge = el 
ad labyrinth of rickety bridges and stone structures is guarded by a tough | | 
b= set of Sand Monsters called the Keepers. The Keepers’ armor affords | } 
O them high protection, but at the cost of speed. This can make it difficult | | 
7 for a Keeper to make contact with an opponent who moves around a lot | { 
ac j | 
i | 
x ao =" | 
4 2 Find and unlock the Secret 
ra) 
wo est inside the circular 
= Battle the Keepers holding post on the platform, Due to their strong <a 
C armor, it takes multiple hits to eliminate them compared to Raiders —-- 


To quickly dispose of these terrors, toss them to their death over the 


ledges and bridges. 


| 
{ | 


7 3. Find a way through the 
When the Keepets are gone, activate the wall panel to raise a stone block at the base of the wall to the right. The Mechanical Pit 


block only stays elevated for approximately three seconds, so invoke the Eye of the Storm time power to get to it 


then climb up and vertically run up to the rope along the wall above. Use the rope to swing all wall, then { 


it and run across to the brid 


| 

! ie J 

4. Fight the Brute and uncover 
two more Secret Chests 


5. Navigate the Waterway 


the pole rises to the top and the crus 
through. The next set of traps incle 
both. Be careful as you round th 


if you're careless. Climb up the |. 


turn back the way you came and 
take the path to the right of the 
bridge. On a walk 
the Prince spies the Sand Wraith, 


high above, 


who has obviously been shadowing 
his every move. Shouting at it with 
frustration, this mysterious figure 


runs offand disappears out of sight 


@ 1% move onward, horizontally 


run along the wall and through the 


spokes of the revolving water whe 
and onto the walkway on the other 
side, Wait for a spoke to appear from 


the wall and start running, 


©@ the nexe warer wheel is 
moving at a much faster rate, so 
the use the Eye of the Storm, If 
you have some Sand in the Prince's 
Sand Tanks, slow down time and 
run across the wall between the 
spokes, jumping to the pole to the 
tight of the wall at the end of the 
Prince's run. If there is no Sand 
available, time the run so thar the 
Prince starts moving as a spoke 


appears on-scre 


Fepourts die let to find a Secret Chest. To get 
e by unt 
re to roll underneath the pole as you pass: 
set of descending stairs and 
p, then continuously roll down the stairs toavoid © 


er thar will slam the Prince into the wall 


to the platform to find the chest. 
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; the Prince so chat 
his back is facing the next pole 
and continue to jump from pole 
to pole until he can jump into 
the small alcove on the 
side of the room. @ In 

: b the lever and rota 
until it locks into pla 
This activates a platform ag 
the left wall thar moves up and 
down along a track. Jump over to 
it when it reaches the bottom of 


ride it to the top. 


~ and push off at the corn 


soon as the Prince co 
the lattice of the wood 
above, start jumping 
forth between the lattice and 


wall to get to the top 


Inside the ro! 


Before proceed 
the corner ar 


isn't passat 


cret Chest 


le 


toa' 


oulder or the ot 


back 


to really unleas 


‘At the opening, tun horizontally along the wall and grab the rope. Swing to get some momentum and release the rope when the 
Swing and release toward the waterway, then jump at the end of the buzzsaw passes the Prince on its way down. Around the next 


into the water. corner, a series abépiky poleg-and Stone erishers'tae che Daan 
is. . path, “The first setave\rather slaw, s simply sun pasrichem/ 1Em 

second set, however, require thar you to elimb onto the stone crusher 
EPLENISHI™ Toke a look at the Prince's health when he hits the and run along the left-hand wall to get over the pole stretched across 
IE PRINCE 5) Waterway, If it's low, take a few quips to replenish his the width of the corridor. Two spiky poles block the final portion of 
PHEALTH! health while you're here, You never know what lies this hallway over a pit, moving up and down in opposite directions. Just 
ahead... wait for'them to pass each other by going either direction, then dash 


across the wall. 


he vaecway urves around the outer structure to the right. To move 
along its path, you need to avoid the wooden panels that whisk through 
the water. These panels alternate from left to right, providing a small 
‘opening to roll under. When you're ready, hop over the railing and 
into the waterway, then aim for the openings and roll through them 
Continue to roll underneath each one, moving from left to right, until 
the Prince reaches the middle section with the pathway to the right. 
Hop over the railing to get onto it, then grab the hanging lever at its end 


to open the door across the way. 


Beyond the curtain of water, the Prince comes to a new Warp Room. 
Save your game at the Fountain, then decipher the correct sequence of 


the wall panels co activate the Time Portal. 


Head back into the waterway and continue along its path, ducking 
underneath the panels, until the Prince reaches the end. Use the poles 


‘sticking out of the wall here to swing across to the platform beyond 
\Fend off the two attacking Keepers, then head into the next hazard TIME Stepping into the portal transports 
filled hallway, POWER— the Prince back to the present. It also 
BREATH OF. activates a new Time Power, Breath 
FATE of Fate. This power gives the Prince 
the ability to execute a strong ground 
} attack, resulting in damage to several enemies at once. A 
great defensive maneuver, this power is best served when 
surrounded by multiple enemies, 


The first trap is easy to navigate. Around the corner are more floor spikes, 


and beyond that is a spike-filled pie with a pair of buzzsaws tracking up 
and down the walls anda rope in the middle. Wait for the closest bu 
t0 pass by the Prince on its way up, then quickly run along the wall and 


grab the rope. 


aw 


ip : = a 
=& A SECOND TIME THROUGH 
ce SE, 


through the Mechanical Tower to find @ way to 
shut it down. If he can deactivate all three of the fortress’ towers, then he can get access to the Throne 
Room and stop the Empress before she can finish the creation of the Sands of Time. To achieve this 
nearly impossible goal, some backtracking through the present is required. 


Outside The Warp Room, the Prince encounters another trap-filled 
= hallway. the first obstacle is a pit with two spiky poles over it. The closest 
pole moves vertically up and down from the ceiling to the floor, while the 


second pole remains stationary. To get past them, wait for the first one to 
pass by on its way up, then quickly run across either wall, over the second 


pole and onto the ground beyond 


Around the corner is a series of spiky poles and stone crushers. The 


spiky pole in the middle of the corridor completely blocks the Prince's 
path. To get past it and the stone crusher beyond, climb onto the first 
stone crusher, then run along the left-hand wall. The next set are easily 


avoided. 


abu 


he next h: 


wall with a rope beyond it. Run al 


rd is along, spike-filled pit, There rtically up and down along the left 


ng the left wall until the Prince grabs the rope. A hole in the wall pre 


ad, jump off 


he Prince from running across the nd onto solid ground on the other side of the pit. Ins 


Ihe rope and land on a small ledge across the way. Move the Prince as far as possible to the left, then drop 
down and shimmy the rest of the neath the ste 


ay, und ne obstruction. The last set of traps, which include 


Bome floor spikes and stationary spiky poles, are easy to pass. 


p =" a) 


1. Return to the Mec 
Pitin prosont time 


2. Find 0 path through the first 
section of the pit 


3. Use the Spike Beasts to 
break the blockade 


| 
- 
tam i 


4, Continue through the pit 
and into the rotating room. 


5. Climb the axle inside the 
rotating room and find the 
exit 


MECHANICAL 


@ UponseachingtheMechanical 
Pit, the Prince has to contend with 
Keepers and Spike Beasts, Looking 
around the large room, it's apparent 
that time has not been kind to the 
fortress and its towers. While most 
of the gears and pendulums are 
broken down, a few stubborn others 
still operate under the pressure of 
the pouring water. 


To access the platform 
below, drop and hang off the ledge 
and position the Prince over the 
tapestry. When he’s in position, 
drop off the ledge to safely slide 
down the length of the tapestry, 
dropping onto the platform at the 
bottom. 


From the platform, run 
horizontally along the wall to the 
left but wait for the slow moving 
spoke to pass by first. At the end 
of this run, jump off the wall and 
onto the adjacent pillar. 


Rotate and jump to the 
pillar behind the Prince. Continue 
to jump from pillar to pillar until 
he can leap into the alcove with 


the lever. 


Although the lever isn't 
functioning, the moving platform 
that it operates is working. Wait 
for the platform to descend to its 


lowest position, then jump to it. 


@ Ride the platform to the 


top, then run off it along the wall 
to the left and jump from wall to 
wall when the Prince reaches the 
corner, Keep jumping back and 
forth until the Prince grabs a 


ledge up to 


be 


fae 


ped 


siy 
¥ 


OND TIME THROUGH 


SEC 


A 


Inside this next room, the Prince 
unters a group of enemies. 
The first wave includes a group 
of Keepers and a Silhouette. Pick 
off the Silhouette by throwing a 
secondary weapon, then focus on 
the Keepers. This is also a good 
opportunity try out the Prin 


new Breath of Fate Time Power 


F vcore, 
TRY UNINC TEE ANEMY {0 MOW UE THE BOGR 


AECHANICAL Pit, C 


— 


@ Head into che doorway and 


n along the lefe wall uneil the 
Prince grabs the rope. Swing back 
and forth to get some momentum, 
then release the rope and jump 
at the end of his run toward the 


— Waterway. 


© the Waterway is broken 
down and in disrepair, but it’s 
still possible to get across it. Roll 
through the stationary panel and 


grab the ledge at the edge. From 


this hanging position, jump across 


p to the other side and roll 


neath the next panel 


BREAK THROUGH THE BI 


er Secret Weapon is located in the pit in the . 
~~ hallway to the left, but you can't retrieve it until the 
Prince receives a certain item later in the game. For 
i more information on the Secret Weapons, refer to the 
_, “Magic and Mysteries of Persia” chapter. 


OCKADE 


The second wave of enemies consists of Spike Beasts that actually serve a purpose. To getthfough the boarder 
up door in the corner of this room, the Prince needs to make one the Beasts explode next 00 it, dest 
blockade in the proce | area of the boarded-up doorway, m 


so that the blast radius encompasses the boards. 


There is a Keeper across 


the way that requires immediate 

attention. Quickly dispose of him, 

then hang over the edge and drop 

down to the small wooden ledge 

below, tinue to drop 

down the ledges until the Prince : ¥ * 
teaches solid ground. From here GY 
leap across the broken bridge and 


battle the Keeper. 


fer disposing of the 


Saeco hw 


Keeper, leap through the small 


Ea 


waterfalland across to the pathway 


to the left. This path leads to the 


pit’s exit, Head inside and take 


po 


out the Silhouette guarding the 


poe 
i 


hallway beyond, 


a 
— 
re 
a 
= 
the most part— ’ Fy 
‘ound the corner, 1s Oe a | a 
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surely walk past 
when it rises above 


SECOND TIME THROUGH 


S 


a 


to the ledge on the rotating axle when it turns his way. Ride the axle 


around to the other side of the room, then jump off and to the ledge on 
the opposite wall. Up on the next ledge, jump back to the axle, this rime 


toa ledge higher up than the last one. 


Grab the final ledge at the top of the axle, then shimmy around until the 
Prince is on the side with the opening above. Hoist him up, then jump 
up and get onto the platform, You may need to shimmy to the right or 


left to get up inside 


In this last portion of the room, locate the ledge along the right wall and 
run up the wall to grab it. Pull che Prince up, then grab the ledge of the 
grating above. From this position, wait for the ledge on the axle to rotate 
around, then jump over to it. Ride the axle around to the other side of 


the room, and jump to the ledge underneath the wall pane 


Now jump and grab the ledge of the grate below the panel, wait for the 
next ledge to rotate around ro the Prince, then jump over to it. Before 
jumping to the wall panel and then back to the axle, make sure the Prince 
is ona side of the axle that has a second ledge to the left of him. If not, 
when the Prince jumps to the panel and then back, he will have nothing 
to grab and fall to his death. As 
soon as the ledge the Prince is on 
is facing the panel, jump to it, then 
jump back again when the Prince 
connects with it. Finally, ride the 
axle around to the open door and 
jump through. There's a Fountain 


just inside. 


Se & BEAST AND BURDEN 


- 
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1 N ” 
through the wall to access Mechan m Activat ant be far off access it, the Prince must break through 
the Activation Room. nd figh he 
Po 
= 
When the Ke; e I S Beasts toward the room's back-ry, 
} F ’ 
f } wall (the one w s)a plosi low a hole in it 
2. Navigate the Activation 
Room's ledges, gaps, and 
platforms. 
| 
4 
| 
} 
} 
a 
3. Pass through the trap-filled 
hallway 


4. Continue through the 
Activation room and find 
the exit 


5. Run trom the Dahaka and 
make it to the Warp Room 


T AND BURDEN 


=AS 


BE. 


a sil 


the way, so the Prince must find a 
foundabout way to get ro it. Start 
by jumping from wall to wall to 
access the platform behind him 
© Eliminate the Keepers and 
the Bladedancer with regular 
attac or use the Breath of Fate 
Time Power if things get difficult 
When it's safe, vertically run up 
the right wall with the lattice and 


ab che small ledge 


@ Turn the Prince around and 


p over to the stone platform in 


the middle of the room. Locate the 
series of ledges along the back wall 
and jump over to grab one. Jump 
and pull the Prince up to the small 


ledge up top. 


On the other side, the Prince realizes he has found the Activation Room. The remnants of the broken dow 
machinery inside are what powers the tower. If he can only find a portal to transport himself back to the pa 


before whatever disaster has fallen upon it occurs, then perhaps he can use it to shut down the tower 


rom thi all alcove, 
orizontally run along the wall to 
the left to the next area, then run 
along the wall once mote to reach 
the ladder at the end. 


© Fighe the Bladedancer and Keeper in this next area, chen head 
through the passage and back out into the Activation Room. The only 
way to continue is to hang from the railing and drop down to grab the 


crevice in the wall below. 


Shimmy around to the left until rhe 


Prince can go no further, then jump off the wall to the platform below. 


While the Bladedancers may be quick and 

DEDANCERS' agile, they are also lightly armored. Throwing a 
BAKNESS secondary weapon at one will immediately kill it 
by decapitation. They also can't disengage from 
@ gtab, Because of this, the Prince can easily 
disarm, strangle, or slice them. Whatever you do, 
don't attempt to execute an acrobatic maneuver 
‘Against them, as they will grab the 
Prince in mid-jump and throw him 
to the floor, and stab him with their 
weapons while he’s down. 


@ 1 ocate the ladder along the 

ledge of the platform and slide 
down it. At the bottom, flip the 
Prince around to the other side. 


@ Nex, wait for the moving 
wooden counterbalance to lower, 
then jump past it to grab the 
wooden beam beyond. All that is 
left to do is to jump across the gap 
and into the hallway. 


allway, the Prince needs to get past 
the two fast-moving Buzzsaws and spike-filled pit to continue 

into the next area. If he has any Sand left, execute the Bye of 
the Storm Time Power to slow down time and run along the 
wall, then grab the rope at the end. Swing back and forth to gain 
momentum, then release the rope and run across the remaining 
portion of the wall, jumping off it at the end and over to the ledge 
to the left. 


N 


T AND BURDE 


iS 


BEA 


JHE ACTIVATION Roc 


@ A the end of the hallw 

the Prince finds himself on the 
other side of the Activation 
Room. To get to the ladder on the 


ledge down to the left, run along 


the wall and drop down to it 


© Slide down the ladder, then 


run up the left wall with the lattice 
to get up to the walkway. From 


this position, locate the crevice in 


the wall above. Run up the wall co 
b it, chen shimmy to the left 


Shimmy all the way around 
until the Prince can go no further 
then jump across the gap to grab 


the crevice on the opposite side 


@ Drop down to the crevice 


below, then continue to shimmy to 
the left until the Prince can safely 
drop to the ground below. From 
here, head for the exit, which is at 


the end of the wal 


As the Prince heads for the exit, the Dahaka suddenly appears. Run!!! Inside the hallway, run along the rig 


wall that spans the spike-filled pit. Don’t stop when the Prince reaches the other side, or the Dahaka will sure 


catch him. Around the corner, run along the right wall once again, but this time grasp the rope in the middl 
Without mis a be 


other end. The curtain of water raining down from above will keep the Prince safe... for the moment 


wing across and release, and continue to run until the Prince reaches the ledge ar ch 


vill attack. When it's over, leap across the gap to the ledge on the other 
ide, then quickly break the containers and barrels blocking the Prince's 
sath and roll through the opening in the large ge 


The Dahaka is relentless and resumes the chase, breaking through the 

seat as if it was made of parchment. Quickly run along the left wall 

his time, grab the rope in the middle, and swing from it. Continue to 
8 P sg 


‘un along the of the wall until the Prince reaches the on the 


»pposite end. Sprint around the next corner but this cime run along the 


ight wall, heading through the curtain of water and into the safety of 


he Warp Room. 


Yecipher the order of the wall panels to activate the Time Portal, then 
valk into the sand vortex to transport the Prince back to the past. 
Jopefully, the Activation Room in the present can be used to shut 
fown the tower, bringing the Prince one step closer to stopping the 


impress ftom creating the Sands of Time 


*  Byenteringthe Time Portal, the Prince's 
DALLIC ON. talisman earns a new Sand Tank. This 
ANICED will enable him to stock more sand 

inside it. This upgrade brings the total 
to four Sand Tanks, 


YOU GAN 


NEW SAND TANK 


ee . a 


ax vt A STEP CLC OSER ) 
TI'% J stipeig, OR — See 


- 


doorway to 


UPGR/ SPEDESTAL. Se ee ; ——~~ 


At the end of a secret passage 
inside the Activation Room. 
Using the Brute as an explosive 
projectile, break through the 
cracked wall to access it. 


Return through the 
hazard-filled hallways 
to access the Activation 
Room in the past. 


A RETURN. Trip 


— { 


Back in the past, the Prince must return to the Activation Room and find a way to shut down the Mechanical 


ST 


Tower. To get there, he must first pass through the trap-filled hallways. To get by the first trap, wait for the 


closest spiky pole to pass by on its descent and run along the left wall. When timed correctly, the Prince will 


just miss the second pole. Roll under the rotating blade at the end and roll again through the opening at the 


2. Use the Brute to break 
through the wall and reveal 
an Upgrade Pedestal. 


bottom of the wall 
| 


3. Trigger the large gears 


The hazards in the next hallway include a rotating blade anda spike-filled pit with a set of fast-moving buzzsaws to gain access to the 


and a rope in between. Wait for the first buzzsaw to pass by on its way up, then run across the wall and grab suspended platform. 
the rope. (It's safe to swing back | ay ‘ 
4 and forth on the rope without risk | 
of hitting the buzzsaws.) Swing on | | 


the rope until the Prince is moving 


toward the buzzsaw in front of i 

him while it is moving upward | a * | 
then release the rope. 4, Battle the Brute onthe 

bridge 

| 

Fight the Spike Beasts inside the | 

hallway, then roll underneath the | 

Jump the gap | 

ers on the othe | | 

we | 


5. Shut down the Mechanical 
Tower and unlock one bar 
from the Throne Room door 


=~ ee 
PEDESTAL ~ 


; To find another Upgrade Pedestal, take a left at the hallway exit 
hey are no mah for his acrobatic skills. If you need to take a break and locate the cracked wall at the end of the path. Stand in front 


from fighting, go behind the curtain of water to keep the enemies from of the wall and wait for the Brute to toss a Spike Beast, and let the 
crossing through it, Run across the left wall and grab the rope in the Sree eek dal ee eal one es Ce eitr umes 

» with ease and approach the long hallway covered with floor spikes 
and three spiky poles. Wait for the first pole to rise, then activate the 
Eye of the Storm Time Power to slow things down. After doing so, head 
past the traps to the other side. 


ac 


A 
ee 
jddle, then swing and release it to get to the other end. : 


Inside the next part of the passage, climb up the two stone crushers, then 3 
run across the wall and over the spiky pole atthe end. Around the corner 5 
is the final set of hazards. To start, run up the back wall andjumpatthetop ‘ % 
to grab the stone crusher above. Time the Prince's run sothatthe crusheris ¢ 

just extending from the wall, Get onto the crusher and jump to the next stone 

crusher. Now run along the wall to bypass the final spiky pole below. Around 

the corner, the Prince will earn his reward, a Life Upgrade. 


3 eS 

and on the floor i ‘ yi 
panel | at the edge : na] Ce 

a of this hallway to r } é 
make some spikes — 


pee 


‘shoot out of the 
» Lure the Keepers 
| areas, then give them a 
ir own medicine. 


Back inside the Activation Room, 


the Prince must fight a group of 


Keepers and a Brute. The Brute is 


actually throwing explosive $ 


Beasts from across the way. Keep 


the Brute in sight while battling 


the Keepers. When it throws a 
Spike Beast, take evasive action 
and clear the ensuing blast radius 
Note that the explosions from 
these lying projectiles will cause 
damage to the Prince's foes as well 


the Prince. 


corner at the end of the path is a broken gare; stand 
the Brute hit ir with a Spike Beast. 


Head inside and save your game at the Fountain, then run up the back 
wall to pull the lever. Pulling the lever temporarily lowers a platform 
head back 


through the 


yes all the way down, 


back outside. As soon as the lever 
into the Activation Room and run along the right wall, 
spokes of the water wheel, and onto the platform. The platform will 
start moving back up once the lever returns to its original position. Use 


the Eye of the Storm Time Power to make this task easier. 


Climb onto the walkway and drop down into the corner room. A ge6ii 
occupy this room and will engage the Prince in battle. A 

's projectiles and stay close to the large rock suspended al 

the middle of the room. Eventually, one of the flaming beasts will hi 


rock, causing it to break apart and fall to the floor. 


Locate the ladder along the back wall, run up the side of the stone block 


facing it, then jump off and grab it. Climb to the top, then jump toward the 
top portion of the suspended rock. From here, shimmy one section to the 
right, then jump off the rock and catch the ledge of the small alcove above 


and behind the Prince. Next, run along the wall to the left and over to the 
alcove above the ladder, then run along the wall to the left once more, slicing 


the Spike Beast along the way, and grabbing the ladder at the end. 


die 


Pull the lever in the room above counterclockwise until it locks int 
place. This causes a large gear to connect to a hanging plore it 
the middle of the Activation Room, Dispose of any enemy preser 

then run along the wall at the end of the walkway so that the Pinel 


running across it when the stone weight is in its lowered position, 


The large gear is obstructing the path to the platform in the middle 9 
the room. Run along the second portion of the wall, across the ston) 
weight, and over to the circular ledge above the rotating gears. Mov 
to the right, then hang over the edge and drop down from gear to geal 
timing the Prince's drops so he grabs the extended portions. Ride th 


final gear around to the right, then drop to the pole sticking out of th 


Don't stay on one gear for too long, or the Prince will 
ONT. ~~ get knocked off when it rotates to the wall 


wast FTIMEN 


and swing and jump from pole to pole until the Prine 
the ledge at the end. Move around to the right until he reache 
the wall around the other side. Jump and grab the bar to the right, the 


drop down to the pole below and swing over to the platform beyond. 


he corner and fig Keepers. As before, stay 


jat is hanging above and let the Brute hit it 


second alcove and grab the ladder. Climb it and pull the lever clockwii 


one full turn until it locks into place. Now run along the wall at the end of 


the path when the stone weight reaches its lowered position 
Run across the next portion of the wall, then push the lever inside the 
small room clockwise until it locks into place. Outside, the final gear 
connects to the platform in the middle of the room. Run along the wall 
to get to the platform, then hop through the small window and open 
the Secret Chest. 


= “ ee 

isnext area, leap to the ledge to the right and fight 
the Keeper, Slide down the ladder and drop to the floor 
then run along the wall to access the ledge across the way.” 
From this position, hang ge and use the crevice 
to shimmy around to the right. Drop down to the ledge below, — 
then do another horizontal wall run to the right, over the” 
doorway, and onto the platform beyond. A second Secret Chest 


is located here. 


— 
Dropping to the floor returns the Prince back where he start 
that a connecting bridge now crosses the gap between he and the Brute. 
The creature then lumbers toward the Prince as the br lowers. 
q ve as with previous fights. 

ns 


Get behind the Brute and attack its legs until it goes 


FIGHTING 
THE BRUTE 


down on one knee, then climb up its back and attack 
its head. Use the Eye of the Storm Time Power to 
slow down time and unleash multiple hits against this 
creature. 


connecting gears start to rotare, causing thi 
ars. Run up the wall ro the smalle and wheels throughout the tower to turn as well. Bach 
top to grab the pole s n the gear above. Swing from the p in the Hourglass Chamber, one of the bars to the Throne Room doo 
toward the beam on th lefe. From here, jump 2 scracts, getting the Prince one step closer to his goal. Head back acros: 
next pole when the pend retracts. Swing fr pole to the wal br 2 oorway on the opposite side 
then jump off the wall a dle abov 
beam above, then jump off the bea 


the pendulum retracts into the wall 


Move the Prince to the right on the 


AFI TY FIRST! he is too close to the ge 
faltto his death! 


Run up the wall ro the left of the closed 
Pulling the lever extends a co 

middle of the room. Head acros 

Spike Beasts. The final 


clockwise one full turn 


Find a way out of the 
Mechanical Tower. 


ro | 
| 


2. Retrace the Prince's steps 
to return to the Central 
Hall, 


3. Meet with Kaileena to 
receive the Lion Sword. 


nee 


el. Run through the 


small openings between the spokes. If the Prince has any Sand left in his 
tanks, activate the Eye of the Storm Time Power to slow the wheel down 


and then horizontally run along the left wall and through the opening. 


There's another water wheel blocking his path up the stairs. Again, run 


ept this time, jump off t end to reach 


through the opening e: 


the ledge on the other side 


From the edge of the hallway, hang over the edge and center the Prince so that | 
's directly above the tapestry. Drop off the ledge to grab the first one and 
econd 


slide all the way down. As he approaches the end, jump off to the 
again with the third one. 


tapestry behind him, then repeat the proce 


Back on solid ground, continue down the stairs to the end of the 


next hallway. Drop and slide from curtain to curtain to reach the 


ground below. 


Bee aR 


OO} 


jgvork chamber is at the bottom: 
the platform in the middle, then slide down the ladder to the botto: 
Now walk our onto the beam and jump through the gear. Save yo 
game on the other side ar the Fountain. : ‘ ff you're having trouble jumping through the gear, 
_ simply use the Eye of the Storm Time Power to make 
this task much easier. Remember, you'll need some 
_ Sand saved up! 


BOT HE RETURN TO THE CENTRAL HALt 


— - 
Now it's time to return to the Central Hall fro e ledge to the right of the Fountain and drop to the floor below. Defeat the Brut 


guarding the area, then head to the section to the left. Run up the back wall and geab the ledge, then shimmy around to the left. Proceed up am 


around es es to reach 
the platform at the top and defeat 


the Raiders. 


Head into the next passage and 
tackle the hazards. Pass the stone 
crushers, then jump across to the 
crevice in the wall and shimmy 
to the ladder on the right. Drop 
down and pass the two buzzsaws 
then run across the right wall and 
grab the tapestry. Run up the wall 


and grab the lever to open the gate 


at the end of the corridor, then 
invoke the Eye of the Storm Time 
Power. Run along the wall (or leap 
across the pit) and roll under the 
gate before it closes. This takes the 


Prince back to the Central Hall 


oo 
The Prince runs into the mysterious woman, whose name is Kaileena. He 
wants to know why she is helping him. She replies that half of the reason 
is that he reminds her of the Empress; they both know their f 
been written in the Timeline, except where she accepts her fate, the F 
fights to cha: it. The other half of the reason is that she admires him for 


trying. Kaileena offers the Prince a new sword, which he gladly receives, 


This mystical sword can store energy and use that energy against foes for special attacks, 
Press and hold the Attack button to store and charge up the sword and, moments later, it will 
automatically release it with devastating results! 


1. Locate the Secret Chests 
inside the Central Mall and 
connecting passage 


2, Use the Eye of the Storm to 
pass through the corridors, 


ter the Crow Master, 


4. Enter the Garden and 
navigate its upper levels. 


GE a 


— iy = 
ge THE DISAPPEARING FLOOR 


5. Acquire a Life Upgrade 
hidden underneath the 
Garden. 


THE WATER MAIDEN 


tral Hall, Drop to 


i 
= id the chest 
beh =~ es left 


sn he GanteR ECR Tae 
passage; drop down from the 
opening in the railing. 


— 
To reveal the path to the Vegeral Tower, grab the lever in the mid 


nine o'clock position. This causes a newly formed path of raised platforms to appear. Climb onto the shortest 
ss the way. Shimmy 


fe of the Central Hall and move it to the 


one, then run along the wall to the left. Jump off toward the end to grab the ledge acr 


around to the right and jump from ledge to ledge to get to the top 


Don't head into the doorway just yet. Instead, 

climb the ledges to the left to locate the Secret 

(Chest tucked away in the corner. Break it open 
~ tounlock its contents. 


oy 


\ ork of the Raiders inside i © A secon e next pOreigay 

path around thecorner (roll past the spinning blades). Before activating of the corridor. To cross it, USe 

the floor panel in the next section, drop down to the wooden floor of the Eye of the Storm Time Power 
it beyond and follow it around the corner. There's another Secret once again. If you need Sand, use 


Chest at the end. the two vases in the pit to refill ¢ 


r Prince's Tanks. First, vertically 
run up the right wall at the edge 
of the pit and jump at the top to 
gtab the pole directly above the 
Prince's head. Nest, swing and 
jump to the pole beyond, then leap 

FOR , onto the wall panel. This activates 
a grate that covers the entirety 


Rerun back vo the oor paneliand sneneeicfoiextend a pretive Gres aR ca ae 


; ; Storm Time Power once again and 
the pit. Invoke the Eye of the Storm Time Power and run across the pit 8 


dash across the length of the pit to 
to reach solid ground. 8 P 
reach the end. Save your game at 
the Fountain, then head through 
the remainder of the passage to 


access the lush Garden Hall. 


AR 
AWAY YOUR @& Before 
is ES attempting 
4 A to navigate 
the Garden 
Hall’s ledges, 


platforms and walls, clear the 
ground area of enemies, which 


LZ 
to 
a 
x 
2 
oe 


ATE 
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include both Keepers and Crows. 


© Locate the Secret Chest 


Boncealed by foliage in the back 
left corner of the grounds. Unlock 
its contents, then return ro the 


area where the Prince entered th 


Don't forget that the Prince can heal by drinking from 
any water source. If he has taken damage during his 
battles with the enemies in this area, hop into any of 
the fountains and replenish his health before moving 
onward, 


Locate the hanging ladder 
to the left of the entrance and 
vertically run up the wall behind 
it. Jump off at the peak of the run 


co grab the ladder. 


ee 


@ Climb the ladder to the top 
to encounter the Crow Master 
once again. Engage him in batee 
land remember to telegraph and 
his attacks, then quickly 

arty with a barrage of your own. 

When he disappears, climb the 
¢ to reach the higher 


nd fight the Crow 


@ Locate the rope along the 


wall to the right and run across 
ab it. Swing back and forth, 
then telease it and continue the 
umping off at the end to get 


to the platform to the 


cate the partially obscured pole s 


he statue. Run along the wall to the left and jump off at the end to grab 


it. Swing and release off the pole to 


jump into the opening in the wall 


on the other side. 


ing out of the wall abov 


Inside this next passage, jump over the gap to the small ledge 
on the wall. Drop down to the next ledge, then shimmy to 
the left and continue to drop until the Prince reache 


ground 


Dispose of the Keeper patrolling the area, then run to thé 
other end of the hallway and run up the wall to grab the 
le e. Repeat the steps in order, climbing up 
dges, shimmying to the right and then jumping over 
the gap and into the hallway. Don't forget to save yout. 


game at the Fountain, 


, the Prince ge 
ounds surrounding the Ve 
ounter-clockwise until 


ing the door beyond 


Enter the door and head into the next area. 


LQ Take che stairs into the large § 


area. The Garden is infested with en 
including Keepers and Silhouettes. Sneak 
up on the first few Keepers and eliminate 
them in a stealthy manner to even the odds. 
Also, target the Silhouettes with a thrown 


secondary weapon from far away 


ET CHEST! 


joving onward, locate the 
in the far-right corner a 


@ Move around to the front 


side of the same stone column and 


“un up it, then grab and lower the 


ever above. 


al 


oo 


@ This raises a block to the 
Drop down and invoke the Eye of the Storm to reach the bloc 
before it retracts back 
into the ground. Get 
onto the block and run 
up the back wall to grab 


the lever above. 


ft of the Prince's location. 


UPGRADE PEDEST 


To find this one, locate the opening 
in the railing in the front-left corner. 
Hang and drop down to the ledge 
below, then drop again and shimmy 
around to the right. When the Prince 
reaches the small platform below, run 
along the left wall to the next platform 
and head inside. 


Hug the right wall, walk out onto the ledge, 

‘and drop. Hop across to the ledge on the 

other side and continue to drop and move to 
the left to reach the bottom. Next, run along 
the left wall to the ledge, then use the ledges to 
reach the lower passage. 


There are a couple of easy traps to get by, so use 
the Eye of the Storm to make things easier. Once 
by the traps, you can find the Upgrade Pedestal 

around the final corner. 


peas) Wwe 


jump to the pole behind the Prince. 


Ac the column on the other 
side, follow the ledge around to the 


left and walk onto the beam. From 


here, jump to the pole directly in 
” frone of the Prince and swing to 


che branch beyond. 


ATER 


~ @ From the end of the branch, 
leap toward the hanging rope 
against the wall. Swing back and 


THE \ 


forth to gain momentum, then 
release the rope while facing 


toward the pole to the right. 


_* 
he Prince up and jump across to the branch directly 
behind him. Jump from the branch he's on co the beam across the way. 

© Follow the beam and the ledge around the column to the left, then 


@ Swing and jump to the next 
column ledge and follow it around 
to the fence. Carefully walk along 


the fence railing, fending off any 


attacking crows that may swoop in. 


THe Crow Master RETURNS | 


Up on the platform, the Prince 
meets an old acquaintance—the 


After this brief 
battle, the Crow Master dissolves 


Crow Master. 


into a mass of crows, only to 


reappear on a platform above. 


enn inet 


“py 


A 
TA 


Locate the column with the small ledge at its base (it's near the edge. 


the wooden walkway). Climb onto the ledge and jump to grab the né 


ledge. Shimmy around to the left of the column and climb up twice 1 


find the platform with the oor panel above. 


Now pull the hanging lever ¢ 
the platform across the way to th 
right. This will lower the brid, 
that is currently blocking h 
path. 


After defeating the Crow Master again, run up the wall and jump at th 


top fo grab the hanging lever to lower the bridge. Drop down and jum 


back to the other platform. Walking on the floor panel opens a bridge 


the end of the path, bur it closes immediately when the Prince walks 0 


the panel—even his Time Powers are of no help, 


Instead, go over the bridge and 
find the crate at the other end, 
Drag the crate back ro the floor 
panel and place it on top of it. The 
crate’s weight will keep the panel 
depressed, allowing the Prince ro 
get through the door at the end of 


the path below. 


Drop back down the way you 
came and head through the open 


© Swing from the pole to grab che ledge of the column beyond. From door. Pull the lever inside this area 


here, shimmy around the ledge on the right until the Prince can go no _clockwise until it locks into place. 


farther. @ Now jump to a beam directly behind the Prince. From This makes a ser of levers rise from 


here, walk to solid ground the ground back in the Garden 


Hall. 


Drop down onto the ledge to the left, then follow the aqueduct rowal 
its end. Grab the crevice in the wall, then shimmy to the other side at 
drop down onto the platform. From here, walk along the beam ro ¢ 
middle, then turn to face the wall and jump to grab the rope. Slide doy 
to the rope’s end and drop to the ground. To open the door to return 
the Garden Hall, rotate the lever clockwise until it clicks into place. € 


back into the passage and save your game at the Fountain. 
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1, Return to the Garden Hall 
and use the levers to deter 
the flow of water and 
unlock the central door, 


den Hall, rhe Prince 
trace his steps through the 


) passageways and return. Start by 


| | jumping to the ledge across the 
| | } gap and drop down to the hallway 
below. Run to the opposite side of 
, then climb out of the 
other end, the Prince's 
a. | steps in re 
2. Ascend the hallways and 
enter the Warp Room 


Ar the entrance to the Garden Hall, drop and hang over the edge 


3. Activate the Time Portal 
and receive a new Time ‘ 
Power. A easier for the 


Prince once he 

“lands on solid 

ground, as there 

3 areafewKeepers 

‘patrolling the area. Take a few minutes 
to dispose of these hulking creatures 


before proceeding any further. 


R 4 BEN 
etl levers along the rij e Garden Hall tene 
Iwhere the Prince dropped down) and follow tiese follrsteps: 


clockwise (to the nine o locapOeEn m 

| i pS a a 
1, First, rotate the second lever 180 degrees clockwise, until it locks Moving this final lever connects the water underneath and also shuts of 
into place (the six o'clock position); it's located to the left of the the ow to the second statue fountain. This also lowers its platform anc 


fountain and the entrance. opens a door along the back wall of the Garden Hall. 


2. Return to the level near the location where the Prince dropped 


down and rotate it 180 degrees clockwise. 


Turning both levers connects 
the water thar is flowing in the 
channel underneath both levers. 
This, in turn, deviates the flow 
from one statue fountain and 


lowers a platform connected to it. 


3. Rotate the third lever (in the left corner near the entrance to the 


Garden Hall) 180 degrees clockwise (to the twelve o'clock position). 


This one doesn’t lock into place, but if the water owing in the channel 


below is going straight ahead toward the fourth lever, you have it in the 


Fa osicion; 


S 
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WATER AND GARDE 


Enter through the opened door and proceed into the passage beyond, Around the corner the passage ends abruptly, dropping off into what resemble 
avery deep pit. If the Prince can't go down, then he shall climb up! Locate the ledge on the wall to the right and run up and grab it, From here, mow 
to the left and grab the ledge above, then shimmy over and pull the Prince up. Continue to walk around to the left until the Prince ean go no furthet 


then jump and pull up to the ledge above. 


Be prepared to fend off a few pesky 
Crows, then jump across to the 
opposite ledge and continue the 
ascent. Pull the Prince up to the 
highest ledge, then jump across to 
the hallway behind him 


There is another Warp Room around the corner. Save your game at the 
Fountain, decipher the sequence of the wall panels, and step into the sand 


vortex to be transported to the present 


TIME Stepping into the 
POWER— —TimePortalactivates 
RAVAG: another one of 
OFTIME the _medallion’s 
Time Powers, By 
invoking the Ravages of Time, the 


Prince can attack and quickly finish a 


fight against his enemies. When this 
power is invoked and everything turns red, start attacking! The Prince's 
attacks are lightning fast in this mode, while the enemies behave as if they 
are frozen in time. Using the Ravages of Time costs two Sand Tanks, so take 
that into consideration before using it 


1. Climb through the passage 
and return to the Garden 
Hall 


2. Navigate the Garden Hall's 
trees, platforms, and 
archways to find an exit to 
the Garden. 


3. Encounter the Shadows, 


find a path to the Garden 
Works. 


| 4. Return to the Garden and 
| 


j ut 
J } os 
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PATH TO THE GARDEN WORKS 3} 5 


At 
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Leave the safety of the Warp Room and head into the passage beyond. Eliminate the patrolling Keepers in 


this area by trying out the Prince's new Ravages of Time Power. Keep attacking until the Prince's timer runs 


out and witness the devastating results 


| 
} When the Prince reaches the drop off at the end, leap to the ledge on the other side and hang and drop down © 3 
twice. From here, jump across to the ledge on the opposite side, move to the right, and drop again. Move to the Se 
right until the Prince can go no zi 
further, then drop and shimmy sal 
until he is hanging over the final Be 
ledge. Drop down and move to = 
the right, drop one final time onto =o 
the floor of the passage below and a 
dispose of the Keepers. 2 
5 
8 
aS 


ee , = > 
GARDEN HALL, PRESENT 


jo into the Garden Hall 
area, which has been overrun by 
vegetation. Eliminate the Keepe 
¥ and find the stone block located at 


the base of the left wall. 


© Climb onro the block, then 


run up the wall and jump off at 
the end. The Prince should launch 
off the wall and grab the archway 


behind him. 


@ Head toward the interior 


of the Garden Hall, leaping from 
archway to archway until the 
Prince reaches a junction. Follow 


t the archway around to the left 


© Jump off toward the opposite 
ledge and fight the Keeper, then 


hang and drop off the opposite 


end. @ Nexc, shimmy to the 


right until the Prince steps onto 
the ledge against the wall, then 
pull up the next few sets of ledges 
until he can climb no further. Now 
Shimmy around to a platform to 


the left, where a group of enemies 


ince encounters a new 
on the platforms in the 
aden Hall—the Shadow. 
Expertly trained in the arts of 
stealth, these creatures can 
traverse the fortress virtually 
unseen. The Empress often puts 
them to use overseeing her other 
creatures, as they make effective 
spies and scouts. 


{n combat, their sword and dagger 
strikes will slice a victim with 
‘extramaly vicious effectiveness. A 
Shadow’s major weakness is that 
it has little in the way of armor. 


e Eliminate the Keepers and 
hadows, then run along the right 


wall and grab the tree branch at 
the end, Pull the Prince up and 
walk to the end of the branch. 


Leap across to the wall, then 
hangand drop down to the branch 
below. Walk our to the edge of 
the branch and drop down to the 
archway below. @ Follow the 
archway to the back of the Garden 
Hall, then grab the platform 
connected to the statue. 


@ Finally, geab che tree branch 

overhead and follow ic toward 
the opening in the wall to the 
left. Grab the ledge, and pull che 
Prince into the hallway. 


i ae a 


Things definitely don’t get any easier on the other side. First, leap across 
the gap to the ledge against the back wall, then proceed to the left and 


drop down to the bottom ledge. 


Locate the branch behind the Prince and jump to it to. Follow it around 
to the wall, then jump and grab the crevice and shimmy around the tree 
to the branch on the other side. Drop down and walk along the branch 
to its end, then leap over to the ledge on the opposite wall. Finally, go 
back up the ledges to the hallway on the other side. Use the Fountain 


to save your game. 
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THE GARDEN, PRESENT 


low and shimmy to the 
right, moving underneath che 
outcropping until the Prince 
over another ledge below 
Drop down to another ledge, then 
once more and shimmy to 
the right until the Prince is around 


the corner 


@ jump to the ledge « 


the Prince, then make q 
of the Bladedancers and 
@ Locate the gra 

the mountai sehind 
waterfall and run u 

low jump an 


the rock 


Shimmy 


he left and grab the ledge, 


th 
then jump and pull up to he ” 


platform abc From 


© Shimmy to che left and pull 


the Prince up, then get ready to 
battle a group of Bladedancers 
and a Shadow. Use the Prince's 


new Ravages of Time Power 


ATER WORKS 


/ 


EW 


Se 


Re Before going any further, spend some time 

HINGNEED OF collecting Sand from the various containers 

5 i {ittered around the area. You may need it to trigger 
the Ravages of Time again. 


pulled himself up and 


© Return to the edge from which the Pri 
locate the grassy ledges on the left side. QQ) Climb up the ledges and 


jump off the top one, grabbing the pole behind the Prince. Now climb 
up the pole and rotate around so that the Prince's back is facing the tree 


branch behind him and jump to it 


branch, then swin; ease 


@ Jump co the right to grab the 


to grab the stone archway directly in front of the Prince. @ Walk ro 


the edge of the archway to the left, then leap to the le¢ 
formation beyond. Walk around the ledge to the right and drop down 


to the ledge bi 


@© Ger onto the small platform 


and walk our onto the beam. 
Jump across to a branch, then 
swing and release to grab the 


ledge of a platform beyond 


© From this plactoem, jump! 


to the branch to the lef: Swing: 
the branch onto the mexe plactort 


i 


and fight another eb Of enemies 


@ Run along che right wall ro 
reach the small beam sticking out 
of the platform. Use the Fountain 
to save your game and get ready to 


move onward. 


@ Next, run up the wall to the 


right of the Fountain and get onto 


the ledge. @ 


then leap to the tree. Rotate the 


to the right, 


Prince around so that his back is 
to the tree to the left, then jump 


to ir. 


Se: ) ee 
@ Jimny from cree ro tree until 


the Prince can jump to the branch 


our of the platform. 


@ Run along the wall co the 
right to grab the ledge on the 
opposite side. Shimmy to the left 


then head into the hallway. If you're having trouble with these enemies, use the 


‘stump to pull off some fancy acrobatic attacks. 
Tip! 


Proceed past the new few traps, using the Eye of the Storm Time Power 


ifthe need Take the path to the Fountain and save your game. 


| | teen et relma 


na quest to find a way to shut down the fortress’ second tower, the Prince has arrived at the Garden 


Waterworks. If he can continue to carve a path through the Vegetal Tower's hazard-filled exterior 
walls, then he may eventually find the source of its power. + a 
Venture through the 
Garden Waterworks and 
locate the heart of the 
Vegetal Tower 


OF THE GARDEN W/ATERWORKS 


NT 


SIGHT PLACE, W/RONG TIME 


a H i 
rr the Prince's path is a pair of stone ff ; 
oS crushers that move in and out of the | 
left wall. As soon as they extend | 
jump to the first one and ther 
quickly jump to the next one. While se | 
on the second one, run along the left 2. Find a path to the Crow 
wall until he grabs the rope beyond aa 
from the rope and jump to the tree to the right. Rotate the Prince ; ———-.-- 
so that his back is facing the spiky pole connected to the wall and iy 
jump to the pillar behind it as the pole lowers along its path 
| | 
H | 


3. Run from the Dal 
find the Warp Room. 


aand 


Inside the small room, the Prince will encounter the Crow Master—yet again—as well as a Shadow creature 
Defeat them both and walk onto the small be g out of the doorway, ju g to the pillar across 


the way. Climb up the pillar a bit, rotate th jump across f vall platform 


against the back wall. From this position, r wall to the left and grab the platform above on the 


other side 


rince so Fick his back is facing g the entrance along the wall, 
ey Sump to the small beam, 


TTHE "There are some Shadow enemies inside this room. 
GH Use the Prince's acrobatic moves to eliminate them 


before moving onward. 


% 
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Da 


Mastek’s DEMISE? 


THE CROW 


From the entrance, run 
along the wall (over the archway) 
to reach the platform to the 
right, @ Locate the pillar that 
is diagonally from the 
platform and jump to it. From the 
pillar, rotare the Prince so that his 


back is to the tree and jump to it. 


© Move down to che bottom of the tree and rorate the Prince until his bac 


Brom this position, jump over and grab it. 


The Prince finds 

area he is loki 

for outside, but he's in 

the wrong time period. 

If he can find a Time 
Portal to send him back to” 

the past and return to this) 
spot, he can shut down the WM 
cower, Offin the distance, the 
Crow Master makes another™ 


appearance. 


cing the pole that is sticking out of the stone debris below. 


© Shimmy over to the right abit, chen swing offthe pole onto 


the tree directly ahead. Now rotate around the tree and leap | 


onto the ledge beyond. From the the small beam, jump 


another pole, then leap off it get to the Crow Master. 


@ As the Prince readies his 


sword to strike down the Crow 


M: 


ster once and for all, the ground 


shakes to signal che arrival of the 
Dihaka. Suddenly, the Dahaka 


impales the Crow Master with one 


of his tendrils, tossing the creature 


around like a rag doll and knocking 


the Prince across the landscape 


across the way. 


There is no time to hesitate—the Dahaka will be bearing down on the 


Prince in mere moments! Run across the wall to the ladder, slide down to 


the bottom, and jump to the pole behind the Prince. 


Without stopping, swing from om) 
pole to the next one to reach th) 
platform below. From here, heat 
for the wall and run along it to th) 
right toward the hole in the wall 
Continue to run along the left wal 
to avoid the pit, then run alom 


the next wall co drop down 6) 
doorway that leads back outside. 


3 


de the wall to che rightefthe entrance to grab the fow thar the Phince has found sanctuary inside the Warp 
erat the endl. Slide down the ladder, then ran back the opposite Room, save your game and decipher the correct sequence of 
ay to the left € drop in front of a doorway below. Break the barrels _the wall panels to activate the teeping into the 


Sand vortex whisks the Prince back to the past, activaring an 


sarring his path and head inside. 
additional Sand Tank in his medallion in the pro 


You Must act quickly to bypass the barrel th: 
blocking the Prince’s path. Fail to move quickly 


preach the interior of the Vegetal Tower 
ght behind him. Head across the grated bridge 
nd the corner. Run along the right wall to the 


ope, release it and continue to the platform on the other 


Ay 


he only thing that will keep the Dahaka at bay is a curtain of wat 
ind one fast! Head into the passage, leap across to the ladder, and slide 
Jown to ground below. Without pausing, head down the final corridor 


itil the Prince reaches the safety of the Warp Room. 
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TE GARDEN WATERWORK 
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1. Inthe far bach 
wall inthe Gi 


Inside the Garden Waterworks 
area, at the end of a secret 
passage inside the small 
enclosure with the lever. 


repping into the Time Portal and transporting back to the past, the Prince must return to the heart of the 


Garden Waterworks and find a way to shut down the Vegetal Tower. 


Leave the safe confines of the Warp Room and head into the hallway. There are some ladders at the end of the 


hallway. Climb the first one and jump at the top to grab the one behind it. Head up this ladder and hop offon | 
the floor of the next passage. Inside this Garden Hall, the Crow Master returns! Attack this pesky creature 
with all your might, then run along the right wall a b ther 


spe when he disappears. Swing on the rope to 


get to the opposite platform, then take id double back the way the Prince just came 


Here's a quick look at the path to take: 1. Hang o 
failing and jump off it to the pole ac the 

from pole to pole to ac th 
other side. 3. From the hallway, clin 
across the hallway to the lever on th 


ling on the ba 


fever down to the bottom, th 
the open doorway. 5. Continue through the ha 


WaT Sr ows eS 


HE GARDEN WATERWORKS } 


AuiRetuen to the Garden 
Waterworks area inthe 


past 


| 
| 
| See 


2. Navigate the Garden 
Waterworks’ grounds and 
locate the Secret Chests. 


Turn the levers to the 
correct positions and 
activate the flow of water, 
unlocking the door to the 
Throne Room 


| 
es 
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4. Locate the secret passage 
and earn a Life Upgrade 


ee ae 


0 get fae the three ws 


racking up and down the wall, 
simply ran between them, Use the 
Bye of the Storm Time Power to 
slow them down, then run across 


tothe platform on the other side. 


inter the next hallway and run 


ross the wall as the buzzsaws : 


begin to track upward. Ac the Shimmy around to the left and drop to the platform. Next, run along 


nd, jump off the wall to the the wall ro the left and grab the rope hanging over the fountain in the ‘ } 


ficross the way and wall, Use it to reach the platform on the other side, then turn the next 


pt the Fountain. lever 90 degrees clockwise (it should be facing six o'clock). Walk onto | am 


the small beam connected to the platform and jump to the column, 


which should be facing toward the archway to the right. 


ountain, run Uy wall to the left to access jarden 
Waterworks area. As soon as he steps foot on the grassy grounds, the 
Hoor behind him shuts, locking him in the area with some Keepers and 
Ihado Spend a few moments clearing the area of enemies, then locate 
phe Secret Chest. It's located near the right wall in che far back corner 


The enemies patrolling the grounds aren't aware 
‘of the Prince's presence. Take advantage of this 


A Ps situation and stealthily sneak up on as many of them 
possible and make quick work of them. This also 


jables you to save some of the Prince's Sand From the beam of the 


column, jump across ‘tow 


the archway. Now walk 


‘of the grounds and turn it 180 degrees across to the opposite: 


| the closest stone column on the left side moves side of this structure. 


and jump back over tor 


with it. Now go to the left and run 
the next column (it™ 


hp the column and onto the small 
beam (it should be facing to the should also be facing “f 


eft). From here, jump across to the this direction). Turn to the right and locate the small 


pillar in front of the beam, then platform with the lever and jump to it. Turn this lever 180 
Himb to the top, rotate him around clockwise so that it's facing twelve o'cloy 


Jo thar his backs facing the crevice 


In the wall, and jump to grab it, 


To locate the entrance to the 
Upgrade Pedestal, climb into 

the foliage on the left side the 
enclosure, then run up the wall and 
grab the ledge. Use the next ledge 
to enter the passage. There area 
couple of traps to get past, and the 
Upgrade Pedestal awaits around 
the corner. 


Run along the wall to the left and grab the rope, then continue until the 


Prince drops into the small alcove in the corner. Grab the crevice in the 
wall to the left and shimmy until 
he can go no further. With his 
back facing a pillar behind him, 
jump and slide down a bit, then 


leap toward the column next to it, 


Retrace the Prince’s steps underneath the gate and 
outside, leaping back over to the column from which 

he came. Eontinue to backtrack by jumping to the pillar, 

~ then grabbing the crevice in the back wall, Shimmy to 

© > ‘the right and drop into the alcove. Lastly, run along the 
ind drop onto the platform with the lever. 


2 
S 
) 
i Walk onto the small beam facing the back wall and geab the ledge 
i above. Pull the Prince up (don't forget to open the Secret Chest) and 
c toll through the partially opened gate to the left. Inside this small 
a) enclosure, push the lever 180 degrees counter clockwise until it lock 
y a ( , 

as into place (facing the nine o'clock position). This causes water to flow 


into the room and outside 


Pbolumn and then to the archway, Continue ro backtrack by j jumping to 
the next column, then head over to the platform with the lever to the 
right, Go along the wall and use the rope to swing to the alcove in the 
corner, then shimmying along the crevice to the right. Finally, jump to 
the pillar and slide down a bit; rotate the Prince to the right until his 


ing a column, Jump to it and drop to solid ground 


Return to the lever in the center of the grounds (the first one the Prince 
Pulled) and rotate it 180 degrees clockwise until it is facing the three 


position, This diverts the flowing water into an aqueduct below, 


which, in turn, unloc or back in the Hourglass Chamber, giving 


the Prince access to the Throne Room 
A locked gate bars the pathway 
down by the aqueduct, so there 
must be another way to it. For 
the moment, the only available 
path is through the same doorway 
he entered. Head through it and 
7 k 


continue into the age beyond. 
passae 


oe 
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ae, GL DO OR ISOPEN 
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cow that the door to the ‘Throme Roce has beer opened, the Prince cad pain enterice mad stop the | 

Empress before the completion of the Sands of Time. The Prince needs to find a way back into the 

Hourglass Chamber, where the entrance to the Throne Room is located. To make matters worse, the j 

Dahaka is still roaming the fortress passages looking for him. : | 
i mean Gi | 


1. Return to the Garden Hall 


Return to the passage from which the Prince entered the Garden Works and run along the left wall co the | 
platform at the end. Maneuver past the buzzsaws and drop down to the entrance below. Zip past the three 


buzzsaws on the wall to the right, and climb down the ladder on the opposite platform to reach the next 


platform, Run along the wall back to the left (past the two aws) and drop down to grab the le & 


a | 


2 Locate and unlock the two 
Secret Chests. 


The next door is clo: 


ites | 
Prince will need to find a w 4 i | 
open it. To do so, climb the ladder | | 
and jump off it to grab a lever on | 
the opposite wall. Quickly hop 
down and go through the opened { = x 
door before it closes. 3, Take the passage back to 


the Central Hall 


‘it past the closing door, you can invoke the Eye of the 
) Storm if the Prince's Sand Tanks are full 


y then swing and jump across the poles to 
: ic vccton athe Pppeincendand 

Rum along the left wall, grab the rope in the middle, and 

tise it to reach the platform beyond. To activate the wall panel, simply 


run up the wall. 


) Secret Chest. You can’t miss it; it’s near the wall pat 
5) switch. 


Hea ; 
ealises a block to extend out the wall back in 


ag 
the Princ 


run along the wall to the 
Tope to reach the other side. Climb onto the black, 


run up the rll and jump off to grab a bar overhead 


While hangington the bar, move to the right until d 
Prince is facing 2 ledge against the back wall. Jump to the 
ledge and follow it to the right, then leap 


to the ledge 


on the opposite side. round the ledge to the right, 


jumping from one ledge to the next, until the Prince reaches a 


platform at the end. Drop down to it and climb down the ladder ~ 


to the lower platform. 


The hanging lever in the section described previously 
will not move, so don’t bother messing with for the 
time begin, 


Acjshe bottom, turn left and 
run along the wall to grab the 
rope. Swing from the rope and 
continue to run, jumping off the 
wall at the end and over to the 
platform across the way. Unlock “ 
the contents of the Secret Chese, 
then jump across to the tapes 

to slide down to a ledge below. 
Now it’s finally safe to drop 
to the ground below. Head © 
through the center passage ,J 
in front of the Fountain to.” 
exit the Garden Hall and 

save your game around the 


corner. > 


€ 


eh 
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mm Inside the Central Hall, the Prince is uncomfortably positioned between the Dahaka and the Sand Wraith. ie 
1 


Encounter the Dana 


3 the Sand Wraith in the 
emingly satisfied, the Dahaka turns and disappears. What madness is this? Bontrs! Mali 


~ Before he can react, the Dahaka shoots out its dark tendrils, consuming the Sand Wraith in the proc 


RES 


fos 
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D, 
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= 
wi & 
AG 
ward 


2, Return to the Hourglass 
ering his ultimate goal, the Prince steels his resolve to enter the Throne Room and stop the Empress. Chamber and enter 


the Throne Room with 


To do so, leap across the chasm and head into the passage leading to the Hourglass Chamber. To get the Kall 
i Ms : aileena 


few familiar traps stand in his way, including rotating blades and spiky poles. Run along the left wall past the 
first set of poles. Now wait for the bottom pole to move away from the = 
Prince, then run along the left wall and jump at the end to grab the le 

on the opposite side, Quickly drop down and shimmy to the left, then | 
pull up to the ledge above. As soon as the next pole passes, drop down and | 
shimmy to the left (underneath the higher stationary pole), then shimmy | 
to the left and drop down to the safety of the passage on the other side | 
Roll past the remaining few rotating blades, then take the stairs into the | 


Hourglass Chamber 


Empress to the 
top the creation 
nds of Time 


3. Fightt 
. death 


of the 


frince stops and studies 


he bane of his existence. Time is running short 
and it's now or never. K: 
approaches and, as they ne e 
Throne Room, he as! to leave > 
the island and return to Babylon a, 
with him when its all over. She “1. | an -unwicting bypreds Ki 
declines. Why would she want to the creation of the } 
—e | stay in this fors lace é Consequenely ar 
the Timeline withi which mal 5 
her incredibly powerful. With the  & 
r ability t6 command and create Sand 4" 
ee Monsters at will, she is unmarched in 


and stesagth, 


her cunning 


a 
3, The Empress has the ability to warp RS 


EERE ixsod cut of timer making hera tough 
THE EMPRESS. sce. She alo is adepe ae | 


2S 8 SSeS attacks. 


Discovering there are no Sands and that the Empress isn't here, 
to the realization that, in fact, Kaileena is the Empress! Unfortunately 


she traps him inside che Throne Room 


While the Prince can block many of 
her blows. the Empress dual blades will 


tually slice through his defenses 


Jitronal blockans yeaneutrers 


To couneee this, always stay 
“Hf the Prince runs out of Sand (ARERR 

- during this fight, break the vases 

and containers lining the sides Use che Petr 
the Throne Room for more. The Jaana 
Exacutioners also leave behind MManR 
Sand Clouds when eliminated.  BINMRRC SRSA RIES 


health meter cach time itis used. 


{che Storm Ti 


wy down time: thea ualeash 


combos, This technique 


on of her 


ss 


THE EMPRE 


ST 


PA 


Nyilicn hes Reepreert lee 
cne-shintrol hertheslihe 
ae Fetes dn Wee 
Rapidly pressthesAttack bution 
darmuahi enhanc wapliveel Pisce 


Eventually, athens Empressill 
sauupen Uher Sind) Monsters: ®3 
aid her fa tbe bartle: There sltce 
ce eartPue PIA rete 
Sieenteeecndnee iuiebente 


hem 


as well as the Princes 


attacks and maneuvers to kee 


olf balane 
Time Powe 


of Time), to eliminate them quickly. 


(incledinetee Rewseee 


Alter another wave of Executioners 


Ennpsess and! the Princegatgetenll 
finally-ge.dowa in. daleaealiipem 


dileate che Evipressexnled etn 


fury of Sand. When the Prince comes to, the fortress is coming down on 


him. Having completed his mission, he must return to the present and 


find « way off the island. 


eee ~ 


Ww 4, 
a 


= 


Aleer delcacngithe Execntiootay 
the Empress teciomma herbed le 


Use 


previously to: rallteetdamn 


he same tactics as described 
ge. You 


can use the Breath of Fate attack 


but ie wont be as effective. 


~~ 


NG 


i 


‘Ss 6 you CANNOT She you IR FATE. 


ow that the Es is defeated and the Sands of Time were never created, surely all that the Prince 
needs to do is find a Warp Room and return to the present. 


| 


1. Locate the two Secret 
Chests and escape the 
Throne Room 


DRINn a Way Our 


—— 


at corner of the room, near the throne. The second one is located 
nt-left corner, next to the huge statue. Destroy them to unlock their contents, then go through the 


) opening in the broken statue to the left of the throne. 


2, Run {rom the Dahaka and 
enter the catacombs. 


Inside this hidden passage, jump over to the small platform across the gap. Wait for the spiky pole and 
i P P PI gap P P 
gira | the two buzzsaws to move up the wall, then run across to the other side. Locate a lever and pull it 


A | counter-clockwise to open the door if the door beyond is closed 


3. Escape tha Danika 
multiple times while 
finding an exitfrom the 
Tomb Chamber. 


THE ENp... Or Just THE BEGINN 


a 


but don't waste any time on the rope. There is simply 
" no Way to reactivate the panel and the door below will 
Just as the Prince lets his guard close fairly quickly. 
down, the Dahaka suddenk 
eturns! Before he can react, the : p 3 F F 
eniensl clots coe acai ne ince realizes that he is the architect of 


behemoth whips out a tendril and fguese to destroy the Sands of Time, he has 


grab: Prince, tossing 0 a 
eigbe the Pinte tossiog pane oereate them. As the Dahaka attempts to smash through 


cave from which it emerge ty 
the cave from which it emerged Pightnesso ter, the grating above, the Prince reads 


peat B the inscriptions on the wall. They 
tell of the Mask of the Wraith, 


which gives the person who wears 


UT 


it a second chance to tra’ 


through time and cha 
There may still be hop 


Go around the corner and leap over the first pit, then run along the left 


wall when the floor falls our. Run along the left wall again and over the 


O° ASD CHANGE MY EATE ‘GAYE ME A SECOND ( 


The tomb inside this chamber looks like it was meant for a prince. Take 
a moment before leaving to pay your respects, then locate the $ 


Chest directly behind it against the back wall. 


NOT CHANGE YOUR FATE 


Head for the right wall and run along it to grab the pole in the middle 
Swing from pole to pole to reach the ground. At the next corner, invoke 


the Eye of the Storm Time Power and run along the left wall as the floor 


collapses, hitting the panel and grabbing the rope. If possible, release 


the rope on the first swing and continue to run until the Prince grabs 


the tapestry and slides down in frone of the open door 


YOUCAN 


NEW ARTWORK UNLOCKED 


The Dahaka finds a way into the Tomb Chamber and 
gives chase again. Find a way out of the Chamber 
‘ while staying one step ahead of the beast. To find an 
"exit, the Prince will need to enter the Chamber's back 
passage three times, taking a different route each time 
‘to reach three levers. 


Drop down and return to the same set of stairs the Prince 
reappears at theend of the corridor, run along the right wallandjumpto _ climbed mere moments ago, but this time turn right and head 
leap over to the platform tothe left. Smash through the barrels blocking down the passage from which the Dahaka came. Scurry along 
his path and run along the left wall to grab the pole beyond. Swing from the left wall ar the corner (the Dahaka still gives chase) and grab 
pole to pole to get up to the platform above. the pole. Swing from pole to pole to reach the platform beyond, 
then leap che next gap and turn right. Locate the next hanging lever 


and swing off it co go through another water barrier. 


Around the corner, run along the right wall and grab the rope in the 


middle, Swing and release the rope, then jump off the wall to the 
platform to the left, Break the barrels along the path and continue down 
the corridor. Continue to wall run and jump off to the ledge to the left. 

| Grab the hanging lever to send a curtain of water splashing down in 
front of the Prince. 


From this platform, run up the wall and grab the ledge of the column to 


the left, chen shimmy to the left until you can pull him onto the ledge. 


Continue to the left and drop down on the platform with the lever. 


Pull it to lower the Prince back to the ground, raising the tomb up even 


higher in the process. 


Access the platform across the way and locate the lever set in the wall. 
Pull the lever backwards to lower the platform on which the Prince is 
standing back to the Tomb Chamber. ‘The tomb that was once at ground 


level has also risen on its platform high above the ground. 


ae 


Drop back down to the stairs again and go to the right passagewa 
running along the wall to bridge the gap. As exp 


renews the chase. Continue down the familiar path, except this time 


turn left at the end. 


to the right and roll me the rock, San run along the all to the left, 
jumping off at the end to reach the platform to the tight. At the next 
corner, roll under the debris and grab the lever to swing through the 


curtain of water it creates. 


Roll under the rock obstruction and continue to the next pit. Run along 
4 the right wall, grabbing the rope in the middle and releasing. When the 
Prince grabs a pole, swing from it to reach solid ground. Around the 


corner, jump from wall to wall until the Prince reaches the top. 


ATE 


ZF Roll under the next rock obstruction and jump from wall to wall again 
g Up top, run along the right wall and grab the rope, then release it and 
y grab a second rope. From this rope, grab a pole and swing from one pol 

to the next to find solid ground 


Locate the hanging pole beyond the tomb and the curtain of water, 
Swing offit to reach the passageway beyond to thwart the Dahaka once 
more, Save your game at the Fountain and prepare to move on. 


Back in the Tomb Chamber, run up the wall to the left and grab the 
ledge above. Shimmy around to the left, then pull the lever to lower the 


platform and raise the tomb. This also creates a set of ledges that extend 


HANGE YOUR F 


c 


from the walls of the tomb’s platform. Move around to the right side of 


the tomb platform and climb the ledges to the top. 


ANNO 


“al RN 


E SWORD IN THE PRISO 


= —— —— 


eluded the Dahaka—at least for the moment—the Prince is on anew quest to locate'the 
Wraith Mask. His only choice is to forge forward, through the fortress’ underground catacombs. 


. Enter the Catacombs and 
find a path to the Prison 
Hall 


THROUGH THE CATACOMBS 
— 


— é 
{ = < a; 4 7 , 
\¢ 3) }) Before you do anything, break open the ea 
| run along the right wall and grab the archy f 

\ h 

\ other side. ; 
w. : ‘ 
Ve 


2. Encounter the Empress’ 
Assassins and fight them {@ 
the death, 


| 
ee * } Wes {t looks as if the Prince’s Lion Sword 

| fi ! ; iW OK! was broken during the fight against 
{ 245 the Empress, As such, it is no longer 
ars See EEE as effective against enemies, meaning 
3. Navigate the crumbling z BE oe 5s 

beams of the Prison/Hall it will take much longer to eliminate 

and find a way to the intil @ suitable replacement can be found, dispose of 

bottom. ls & 

enemies by throwing them off ledges. 

| | 
=¥ | 


4. Attempt to grab the sword 
and flee the Dahaka 


pfough the catacombs 
by running along the left wall and oe 


grab the stone archway at its end. d = , 
Up top, the Prince peers through a slot in a locked doorway and sees a 
sword in the next area. Now he just needs to find a way to reach it! First, 


On the plarform, hang over the 
edge and shimmy to the lef until 
the Prince reaches the archway. enter the small room to the right and drink from the Fountain to heal 
Jump from archway to archway the Prince's wounds and save your game. 


until he reaches solid ground. 


A new enemy, the Assassin, makes it appearance down the corridoi 


Locate the ladder hanging above the Prince's head on the left wall and _to the left. It's a brutal bartle with the Prince's damaged Lion Sword 
Fun up the wall to grab it. Climb up the ladder, jump to the next one, _so pick up a secondary weapon to make defeating the foes in this ares 
and climb to the top. Jump back to the other side of the passage and _ easier. Collect any Sand Clouds left behind and move onward. 


ce in the wall. Shimmy over to the right to get back onto 


geab the ctev 


solid ground, 


The strongest and most agile of the Bladedancers, 
these female warriors possess incredible acrobatic 
skills and mastery of the disc-blade and dagger. When 
grabbed, there is no way for an Assassin to avoid an 
opponent's attacks. Assassins wield Agas swords, 
which have the special ability to steal an opponent's 
life force and transfer it to the wielder. 


@ Proceedthroughthedoorway 
to the right to enter the fortress’ 
Prison Hall, While walking on a 
rickety beam, another one to the 
left crumbles into dust and debris, 


falling to the ground below. 


© Take the firse left; don't 
go forward, When the Assassin 
appears at the other end. @ 
‘Turn right and continue along the 
beam. Continue moving forward 
until the Prince reaches the 


platform. 


@ Follow the next beam to the 

ght. Ar the turn, the left portion 
crumbles apart, so leap across to 
the next support beam and take it 
to the platform. 


Run along the wall to the 
left, slashing the Assassin in the 


process, then head along the next 


wall to the left and over to the 
platform beyond. 


© Grab the tapestry along the 


back wall and slide down it, then 
jump off ar the end to grab the 
tapestry behind the Prince. This 
enables him to drop down to the 


bottom of the Hall. 


As the Prince approaches the 
new sword, the Dahaka climbs 


up from a pit and knocks it 


sual, the only thing _ 


WEY 
REDE Wy 
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run along the lefe wall. Weave the Prince through the barrels in the next _the panels ro the Time Portal. portal is act 


passageway, then take a right and head down the next set of stairs. At _ sand vortex to transport the Prince back to the past 
the bottom, run along the right wall and splash through the curtain of 


water to find the Warp Room 


into 

the Time Portal 

awakens another 

Time Power, the 

Wind of Fate. This 

7 power enables 
the Prince to execute a stronger ground 
attack than the Breath of Fate Time 
Power, which will inflict greater damage 


WIND OF FATE 


nemies caught within its blas 


Nay ag Ln | THE PATH TO THE LIBRARY 
VW . —— Ss 


THE PATH TO THE LIBRARY 


At the end of a secret passage 
behind a cracked wall on the 
balcony level of the Prison. 


Head into the Prison in the = 
past and find the new sword.” 95a Inwarted by the Dabaka, the Prince lost his opportunity to grab the sword at the battom af the Prison 


Hall. But, sirice he has transported himself into the past, perhaps the sword will be there. 
will ell... 


gyetssay/ 22 


fe THE PATH TO THE SWORD 


aj, 


Fight the Executioners and 
find a way out of the Prison, To maneuver past the next set of = 


nS 


traps, wait for the poles to move 


= : toward the Prince and run along 
the left wall. At the end, roll out 
By of the way before the blades can 
reach him, Head up the staits, roll 
underneath the rotating blade 


he 


Encounter and defeat the buzzsaws lining the next stairway 
Thrall, 


then run past the three sets of 


to the stone crusher! 
When it's safe, drop and hang 
off the opposite edge of the -| 
crusher and jump off it to 


the ledge on the other 


4. Uncover the secret 
passage to the Upgrade r Z 
Pedestal. At the top of the ne: of stairs, diagonally run to the 


nn left ro mi buzzsaws and head into the corner of the 
hallway. Next, time the movement of the poles as the 


buzzsaws pass by to the right. 


— nes! | 
5. Escape the Prison and 
enter the Library, 


“Theloot panel inside the ned cet orl 
activated, but it quickly closes as soon as he steps of ve this 


puzzle, pull the lever at the top of the stairs clockwise until it locks 


1 he oor panel to open the 


into place to open the room's other door. Be advised thar this triggers 
the appearance of a new enemy—the Executioner, Use the pillar in 
the middle of the room to pull off some athletic attacks against the 
Executioners, or use the Prince's new Wind of Fate Time Power. 


This amazingly 
strong sword, 
made of ancient 
! metals, can 

| break through 


weakened a 


walls with ease. To break 


Executioners are exceptionally skilled warriors that 


through a wall, though, it are Capable of mighty strikes. With the ability to 
EXECUTIONER. block most conventional attacks, these creatures 


With the Scorpion Sword in the Prince’s possession, retum® Should be handled with extreme caution. 


must have a crack init. % 


to the earlier areas where the secret weapons were 


hidden and smash through the walls to obtain them 


Defeat the attacking Keepers, then use the doorway in the back-right 


corner to find the next passage. Run past the first spiky pole, then wait 


PATH TO THE LIBRARY. 


for the next pole to track up to bypass it 


int 
S 


Charge up the Prince's Scorpion Sword (hold down the Attack burton) Locate the small room set in the 
to break through the boarded-up doorway at the end of the passage. front wall and open the Secret 


Chest inside, then go into the room 


in the back-left corner and pull the 


small cage onto the floor panel. 
Its weight will keep the panel 
depressed, allowing the Prince to 
exit through the door to the left. 


oe > 2s aa 


Pron er against the back wall agd tale ic down to the floor. * Enter the room © 


Prince ehesunters a new reap down here slicing blades. To get : the right and ens 
ast them, use the Eye of the Storm Time Power to slow them down the lefe wall to activate’ ® 

and roll underneath as they extend form the wall. the wall panel inside. ™ 
Although this opens a 
door back in the other’ 
TA 00m, it doesn't stay open 

long enough. When the # 

panel is activated, invoke the Eye of the Storm Time Power to make 


it through it 


Eliminate the Executioners inside the next room and locate the Secret 
Chest inside the small room in the right corner. Pulling the lever 
qe clockwise in the passage beyond 
Y ‘These huge, razor-sharp blades are designed to keep 4 does two things: 1. Ir closes the 
the Empress’s enemies from escaping the Fortress’ doorway to the room the Prince was 
| prison, These blades shoot out of the walls with just in; 2. It opens another door that * 
"lighting speed, tracking down their length in rapid allows him to proceed. Drink from 3 


the Fountain and save your game. 


Some more buzzsaws and rotating blades around the next few To'traverse the next’ pitjirunvalongiall 
corners until the Prince reaches the boarded-up doorway at the end of 3 the right wall and jump off toward the {if 
the corridor. Use the Scorpion Sword to destroy the door and head into next wall. When he makes contact 
the next room. with the opposite wall, jump again 

to make him grab the ledge above. 
Repeat the process of jumping back, 
and forth until the Prince reaches the 


ledge of the room above 


| Stepping on the floor panel in the next room causes spikes to shoot 


‘out from certain portions of the floor. Turning the lever clockwise 


“Uantil irlocks inco place allows enemies to come pouring into the room. 


' Quickly run to the floor panel and use it to eliminate as many enemies 
as possible, 


y . § 
r } 
The Thrall immediately lunges for 
2 : him underneath its huge feet. 
; ' LN Quickly roll to avoid its then so 
a Le ; place for too long? always be on 
“3 0 EE RNTSTRED.” 
8 THRALL = |K*) 
ah oe y sa oe Te eERE 


The alheall Siavedles pore nteetes 
ecardaenolicigtapnarthere 


Eventually, the Thrall will go down on one knee, allowing the Prince to 


climb up its back and start whacking away at its skull. Keep an eye on 


ite bandstand odaetcsattempes take 


S 


PA! 


Use the Eye of the Storm Time 


Power when attacking the Theall 


PATH TO THE LIBRARY. 
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as it will greatly reduce the amount 


FHE 


of time it takes to fell one. a 


& 


After the fight, enter the room to the 
back-lefe wall 


top. Before activating the wall pane 


t and locate the ladder on the 
it to climb into the next room, jumping off at the 
take a moment to find the Secret 
Chest located 


wall. After doing so, activate the 


all panel, then 


ad through the 


door it opens, 


Before exiting this balcony level, 
B locate the Upgrade Pedestal at 
the end of a secret passage. First, 
locate the boarded-up wall along 
the right-hand side and use the 
‘Scorpion Sword to break through it. 


Venture to the left side to find 
asecond cracked wall, Break 
through itand return to the panel 
and activate it. Invoke the Eye of 
the Storm Time Power, then quickly 
return to the second broken wall, 
heading through the open door at 
the opposite end, and into the next 
passage. ~ 


There are a couple of tricky hazards to get by, but previous experience with 
them should make it easy. Just use the same tactics used earlier to get by 
them. " , 


Use similar tactics to get past the next set of traps. At the end, roll under the 
blades and weave through the poles and zip past the last spiky poles over a 
set of stairs. Around the corner to the left is another Upgrade Pedestal. Get 
the life upgrade and return back to the balcony room to continue. 


pal 


Back in the balcony are: 


go through the doorway and follow the 


corridor around to the left until it seemingly dead-ends. Run up the 
back wall (over the stone face) and jump at the top to launch the Prince 
onto the wooden archway above. From here, face the back wall and grab 
the ledge. Jump off the ledge and grab the next highest beam, then head 
for the ledge above the archway. Jump one last time to the be 


then walk along it to the passage 


fer a A NECES SARY DIVERSIO 


ie a Se 


Be 


Pare ae 


= sa we. = : Inside the upper reaches of the 
e Library, beyond an opening in 


| ae 
ES BY the wall 
] ‘é 


away fromthe ontinuing his quest for the Wraith Mask, the Prince has covered a lot of ground, traversing the depths 


ae Ground kee of the catacombs and into the Prison, then finally arriving at the Library. His trek is far from over 
alconies. c tt 


m above, Walk to the 


ain to access the beam 


2. Uncover the Library's 
multiple Secret Chests 


There are two small alcoves inside 


this portion of the library, bock’ M4 
a of which have levers. Go to the 
it | ve farthest one first and push it 
} Ry, ie} counterclockwise to seal off 
| | 45 one portion Bethe Library 
| . e another. Enter the 
| ; evealed room and take out ey 
Hi nl 3xecutione i 


3. Navigate the beams und then run up the back wall and pull the lever down to the bottom, opening a door outside in the 
arches to find an exit, 


process. Return to the alcove, pull the lever to into the first portion of the Library, then rune 


) around the corner and through the door b: 
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ike thedadder up co the top and g 
all on the left side of the room. Unlock its contents before h 


gon the right. 


Head into the Library's balcony section and follow the walkway as it 
leads across to a room on the opposite side. At the back of the last room, 
locate the two handles on the edges of the bookcases and pull them both 
out until they can move no more. This creates a set of walls that the 


Prince can use to climb up. 


Run along the left-hand wall and grab the pole on the other end, then 
turn the Prince so thar he is facing the other way and swing to the beam 


above. Jump to the next beam, then carefully walk out onto its end 


From this position, use the two poles along the left-hand wall and swing 
from one to the next until to reach the crevice in the far wall, From the 
ledge, move to the right and jump back up to grab the small portion of 
the ledge above. Access the beam above and shimmy across to the right 


to the next beam to get to the next room. 


There is @ Secret Chest in the rubble of this are 
to the end of the beam and drop down, then drop down 
to the floor and locate it along the back wall. 


The path this way is completely blocked, so go through the opening and 
walk onto the ledge to the left. Grab the ledge above, then jump off to 


the railing behind the Prin 


UPGRADE P 


To find the Upgrade Pedestal, walk around to the other side of the railing and 
jump to the next railing, Follow it around to the right until it hits the wall, Jump 
across to the ledge beyond, then drop down twice and shimmy to the right 


From the small opening in the wall, get onto the beam and jump to the back 
wall and drop down to the floor. Continue through the doorway inside this 
passage and go down the stairs. The Upgrade Pedestal awaits after two 

more hazards 


Walk atound to the other side of the railing, then jump ro the one next to it. 
Follow the railing around to the left and jump onto the platform. Walk onto 
the attached beam, but beware of a possible Assassin. Position the Prince in the 


middle of the beam and leap over to the opening across the way 


Push or pull the crate over to the back wall, then climb onto it and run 
up the wall and jump at the cop to grab the beam. Continue to jump 
from beam to beam until he reaches the opposite end, Use the Fountain 


to save your game. 


AND A MAS 


SS 


exo | 


fi a d1SY 


through ¢ 


er te Chamber. 
1, Return to the Central Hall 9m 

through the Mechanical { 

Tower, 


FAMILIAR GROUND 


Follow the hallway around the 


© corner to stop prior 
to a deep pi 


b 
i 
2, Use the Scorpion Sword . — f 
to locate the first of five } Swing around to get mome 
Secret Weapons. } ; 


and release it once the spik 


heads upward 
ee 
) An Assassin is waiting 
+ she follows suit and attempts to knock him off, Attack first 
a the other end. All chat remains is one last pit t0 tr: 
‘ 
3. Return to the Throne 
| Room and find the secret 
passage. 


< $i | 

i 

oe 
4. Use the Time Portal to 


return to the present and 
receive a final Sand Tank. 


| 
| 


pion Sword on the boarded-tp door C0 g . To exit, walk tor fe 


Walk onto the beam and use the Eye of the Storm powérto get through. Now continue the same parh fromthe previous visite fo rerurl to the 


4) 


Central Hall. 


Arriving at the Central Hall, leap across to the platform and head down 
to the ground. After disposing of some enemies, there's an opportunity 
to acquire one of the game's five Secret Weapons. For more information 
on acquiring the Secret Weapons, refer to the “Magic and Mysteries of 


chapter. 


ack to the top, then head into the passage leading to the 
‘Throne Room. At the Hourglass Chamber, locate the open passageway 


to the left. There's a Secret Chest next to it, sitting at the base of the 


left staircase. 


New ARTWORK UNLOCKED 


Time the movement of the spiky poles and buzzsaws and run along 
the left wall. When you're ready leap across to the opposite side and 
continue. Head up the ramp around the corner to gain access into the 


Throne Room, 


Inside che Throne Room, the dejected Prince seems to be at an impasse. 
Even if he can find the Wraith Mask, the Sands of Time have still been 
created and the Dahaka will surely get him—there must be something 
he has overlooked. As he walks up to the Empress’ throne, he notices a 


crack in the wall behind it... 


Mora 


ise corpion Sword to break through the wall, 


revealing a passage to a secret Warp Room. If the Prince 
can kill the Empress in the present—even if the Sands are 
made—all of the events leading up to his last adventure will 


not have occurred. All will be erased, including the Dahaka! 


WHAT IF KALE KEAN 
THE PAST, BUT IN THE PRESENT? 


Ic's time to return to the present. Save your game at the Fountain, 


decipher the correct sequence of wall panels to activate the Time Portal, 


and step into the Sand Vortex, The Prince receives a final Sand Tank 


when he reaches the other side. 


THE FACE OF TIME 


THE FACE 


OF TIME 


rmed with the knowledge of what he has 


Empress into the present where he can kill ber. Ultimately, this should stop any previous events from 


ever taking place 


Locate the small cliffand run up it to grab a ledge. Ru 


cliffs and do the same to find the next cliff. At the 


4 


= 


to ¢ Prince must find the Wraith Mask and lure the 


The Sacred Caves are teeming with Scav 


that will swipe at the Prince with th 
If the Prince gets knocked down 
kill, Scavengers can leap gre 
their foes with terrifying speed 


From this cliff, run 
and grab the ledge acros 


Water-flled ib the c 


the righr. 


sharp, ta 


ill poun 


See”, 


1. Encounter the Scavengers 
inside the Sacred Caves. 


A 


2) Traverse the chamber by 
Activating the wall panels. 


3. Locate the Wraith Mask 


4. Learn the secret of the 
Mask and the Sand Wraith 


5, Find the Warp Room and 
carn a new Time Power. 


— 


Bethe pole % hit che wall panel, chen jump 
the pole. Swing and jump back to the ledge beyond 
then w 
edge and leap to the 
grated platform. Before ~ 
it retracts, quickly run 
along the wall and grab the 


lamp pole to the right, 


Inside a huge chamber, leap over to 
the platform in the middle. Note, 
however, that as the Prince moves 
toward the opposite end, multiple 
Scavengers and Silhouettes attack. 
When the coast is clear, traverse 
the rest of the platform and leap 
across to the ledge on the opposite 


side to find a Fountain. 


the pole to activate the wall panel, then jump off it co the pole abov: 


Without missing a beat, swing off the pole onto the grared platform. Before 


Roll under the doorway to the left of the Fountain. On the other side, run _it retracts, quickly run off it and across the wall toward the next panel. 


along the left wall to reach solid ground again. Step on the floor panel to 
activate a grated platform, then leap to it and run along the wall. Jump off at 


| the end and grab the pillar before the platform retracts 


Climb up as far as possible and jump off the pillar toward the back wall, 
continuing to jump back and forth until the Prince catches the led 


above, Now walk to the right and jump actoss to the lamp pole 


4; 


Rae rom cathe lef, and j jump to the grated platform. 


along the wall to the left, around the wooden boards and onto the pole. 


As the Prince approaches what looks like mummihed remains, he 


re: 


izes that the petrified body wears the object ofhis quest—the Wraith 
Mask. The Prince puts on the 
mask and goes through a painful 
transformation. Then a sudden 
realization comes over him—he's 
the Sand Wraith! According to 
the Maharaja's tale, the Prince 


cannot remove the mask until his 
Finally, swing off the pole and rebound off the wall, jumping to the —_ other self has perished. 
tapestry behind the Prince and slide down. As the Prince nears the 


bottom of the tapestry, jump to reach the passageway behind him, 


U 


cracked wall to break through it. 


e the Scorpion Sword on the 


Run along either wall to bridge 
the next gap and head into the 
huge chamber. The Prince should 
be on a ledge much higher up than 


the previous time he was here. 


im By donning the 
SAND Wraith = Mask, 
Suite the Prince has 
WRAITH transformed into 
the Sand Wraith. 
Still possessing 
his acrobatic abilities, wearing this 
mask gives the Prince the ability to 
regenerate the Sands of Time in his 
Sand Tanks without having to absorb Sand Clouds. Unfortunately, the Mask 


E FACE OF TIME 
PRESENT 


From the doorway, run along the wall to the left grab the ledge. Shimmy slowly drains the life force from him. Note that the Mask won't deplete all of 
. around to the left to access the platform, then drop back down on the his health; it stops when his health gets to approximately one-fourth. 
me F 
other side of the outcropping. When he reaches the end on the opposite —=—=—_—_—=—_—— 


side, jump across to the next platform and head into the doorway. Run 
along either side to bypass the first pit, then run along the left wall and 


grab the tapestry to get down to the lower floor. 


Use the Eye ofthe Bpaices evade the upcoming pion 
blades. Of the other side of che curtain of water is 4 Wasp 


t ne wall vebou aiding off the wall to reach the. column. Now rotate the Room, Drink from the Fountain to heal the Prince's wounds 


Prince so that his back is facing the left wall, hen jump and grab the and save your game, then decipher the wall panel sequence 
crevice. Shimmy to the right and drop down to the crevice below and _ and step into the Time Portal. The Prince receives a new Time 
continue to the right. At the end, drop down to the ledge and leap to the Power in the process. 


beam behind him. 


There are a few more traps to avoid in the next 
‘ couple of sections. Although not every trap is listed 
MORE TIRAPS ifithis section, you can use similar tactics described 
throughout this walkthrough to make it past them 
None ofthe traps are too difficult to traverse. 


This special Time 


TIME 
POWER— 
CYCLONE 
OF FATE 


Power gives the 
Prince the ability 
to execute the 


o strongest ground 
atic ingourofthe wall to the left. Climb onto the beam, mithen am over 
the buzzsaw and to the next beam. When the Prince reaches the final Capable of injuring several enemies 


attack possible, 


beam, shimmy him to the left and out of harm's way. simultaneously. 


OND CHANCE 


C 


SE 


A 


A SECOND CHANCE 


- 


rage. Determined 


eliminate the Empress and the Dahaka, he forges on back through the Sacred Caves. 


The traps th 
Weave 


trap in the past and the or 


n the piercin, 


and stay in the ha sition. 


Maneuver past the fast-moving 
examine the situation across th 
for the top one to mo 

the Prince 


of the Stor: r to slow 


them down. Q 


it. Wait for 
the lower buzzsaw to pass by, then 


shimmy the rest of the way 


in the present is 


As the bu 


Prince traversed mere moments ago are just as active in the past as they were in the present 


m over the pir. The difference between this 
saws are operational. Leap to the beam beyond 
the Eye of the Storm Time Power to get to 


on the opposite side. Now drop down and shimmy 


Move to the end of the le 


p 


| > ; 
Oo Pe 
ye 


1, Traverse the Sacred Caves 
inthe past 


2, Encounter and battle the 
massive Griffin. 


3, Find’s path out of the 
Sacred Caves and return 
tothe Garden 


As the Prince walks onto the large platform in the middle 
of the chavabery he hears aiatiange Huimptod coaod lem 
doorway, there’s a Fountain on the above. As he looks up, he sees a gigantic winged creature 
left wall and a Secret Chest on the bearing down on him. Leaping from its grasp just in time, 


right. S. e before dos | A he comes face to face with a Griffin. 


ee 
| 


Thismassive winged creature is capable i 

+ 
of swile fight, allowing it to dodge all 
conventional attacks. Furthermore the "¥ 
constant beating of its wings creates 
strong winds—pushing back anyone 
who attempts to close ranks with it. 
Add to this its razor-sharp talons and 
powerlul beak and the Griffon is one 


touigh customer. 


The Griffon can swipe its spiked tail, thrash with its beak, and rear up on 
its hind legs to create a devastating shockwave attack. The Grillin also has 
regenerative properties, allowing it to slowly heal itself over time. 


As soon as the battle begins, invoke 
the Eye of the Storm Time Power 
and start attacking the Grillin from 
the side but roll out of the way when it attempts to retaliate with its claws, 
tail o beak. Do not stop attacking until the Time Power runs out. If the 
Grillin knocks the Prince off the platform, use the power to rewind time to 


retuen the Prince to the fight. 


See Saeco] 


| Eventually, you should get enough space between the Prince and the 8 
‘ _ Griffin and finish off the Boss with « devastating Cyclone of Fate 


attack, This will deplete a big portion of the Boss's health. 


5: 
When the Griffon’ health is reduced to about one-thirdnie takes f° Pst AN) 
to the air and executes a series of swooping attacks. To avoid these f ~ G 


attacks, simply roll out of the way. ae \ 


When it returns to the ground, the Griffin employs. a new 


attack as it rears up and slams its claws to the ground, 


creating a shockwave. The Prince can jump over the 


shal | . 3 l fr J 


RETURN TO THE GARDEN 


- maneuvering past the blades, run up the back wall and grab he ledge 
Leap across to the ledge where the Griffin crashed, then run up the _but don't hoist che Prince up just yer. Wait until the buzzsaw passes 
column to the right of the doorway and grab the ledge. Shimmy around _ before pulling him onto the platform, Run up the wall to avoid the next 
to the right, chen jump from wall co wall ro get up to the platform at _spiky pole, and pull him up. 


the top. 


Now jump across to the 

the left, chen shimmy around then 
shimmy around an outcropping to 
eventually get to the other side 
Finally, leap off the ledge and onto 
the platform with the doorway to 


the left. 


To get past the last trap, squeeze into the corner behind it and the post 


to the left. Run up the post and jump off it at the top to leap over the 


T 


S 


pole, Around the corner, the Prince emerges back in the Garden a 


OND CHANCE 
PA: 


Inside this huge room, run alo he wall and jump off at the end to 


EC 


grab the pole sticking out of the stone-carved statue. Swing from the pole 


$ 


to reach the tapestry, then slide down and jump off at the end to grab the 


A 


pole behind the Prince. Swing off this pole and slide down the tapestry 


beyond and drop off at the bottom to grab the ledge underneath 


»\ Der At 


NE 


ay Be & SOMETHING IN COMMON 2 
‘Wy 


ESA NA ere 


aving just defeated the Griffin inside the Sacred Caves, the Prince must find away to get the 

Empress into the present so that he can eliminate her.and, ultimately, change his fate. His quest 

| sm wn continues through the Vegetal Tower. 

1, Exitthe Sacred Caves and 
hoad through the Garden 
Waterworks. 


a 


2, Return to the Garden Hall 


going any further, though, continue down the right pach and break open the Secret Chest. Return to the 


ramp and head to the top, stepping on the floor panel co open the gate 


Continue through the Garden Waterworks to the passageway to the right. Drop onto a platform at the 


start of the pit just inside to find a Fountain and save your game 


3. Head through the passage 
to the Central Hall and 
listen to the Empross and 
Shahdee's conversation 


Climb back up 

and take the 

path to the 

Garden Hall. This 

familiar territory 

Series of hazards. Repeat the 

same steps as the last time to arrive 

back at the balcony overlooking the 
Garden Hall. 

——————SS—_————————————————— 


Inside the Garden Hall, swing across the poles to access the central 


then run along the left wall of the right section (coward the back 


balcony with the wall panel). Use the rope to get to the other side and 
the wall panel. Quickly return back the way you came and get 
onto the block that slid out of the wall. Now run up the wall to grab the 


pole above 


Shimmy to the left and swing off the pole to land on the ledge. Move 


along the ledge to the right and jump to the next ledge. Continue to 


he until the Prince can drop down and use the ladder 


Go through the entrance next to the ladder by the Fountain, This path 
leads back to the € 


reaches the Hall, he spots the Empress below, who is meeting with 


tral Hall, which is the Prince's goal. When he 


Shahdee. Shahdee informs her of the Prince's approaching ship. The 
Empress then orders her to travel through rime and engage him at sea. It 
seems that the Prince and the Empress share something in common— 


they both want to desperately change their fate. 


Return to the Garden Hall 
and use the Time Portal to 
return to the present 


Find a way out of the wall 


3. Traverse the Dark Hall and 
head into the Southern 
Passage. 


4, Use a second Time Portal 
to continue back toward 
the Throne Room. 


“& THE PATH O 


Ss 


‘The Prince must find a way back to 
a Time Portal and then return to 
the Throne Room in the present 
Unfortunately, he won't be able 
to get there through the Central 
Hall, as he is way too high up to 
reach the floor. Retrace his steps to 
the Garden Hall using the par 


to activate the floors to get across 


Back inside the Garden Hall, take 
out any Keepers that attack the 
Prince, then vertically run up the 


wall behind the hanging ladder at 


) the entrance to get up to it. The 


Crow Master may be waiting for 


) the Prince up here. He is easily 


dealt with, now that the Pri 


corpion Sword. 


F THE SAND WRAITH 


ager yi oe en, 


Continue to climb the second ladder up to the next platform, then 


leap to the platform to the right. Climb the final ladder all 


the way back to the top, then horizontally run along the wall to 


the right to grab the pole and swing off it and onto the middle 


ladder to ladder to get to the bottom. At the other end, the Prince will 


Sand vortex and return to the present. 


Back in the present, head through the curtain of water and rerurn dow 
the passage toward the Garden Hall. As the Prince rounds the core 
he encounters the Dahaka once more. Unable to escape its grasp, the 
behemoth grabs him and tosses him through a doorway, sending him 

nibling down into a deep well. Make sure ro drink some water to 


replenish his health and then move on into the passage. 


THE PATH O 


@ Run along the wall to the right, grab the rope in the middle, then 


swing to the platform on the opposite side. @ From here, run along 


the next wall over to the tapestry and ride it down to the bottom. Make 


@ 12p to the main platform in the center of the Dark Hall and 
take out any enemies in the area. @J Similar to last time, jump to the 
Small platform at the end and leap back and forth from wall to pillar to 


Access the first ledge in the middle 


g to get to the 
balcony at the end. Continue through the passage here, jumping from 


find a Warp Room. The Time Portal should be active. Step inside the 


You don't have to worry so much about taking damage 


5 from the traps in the well's passage, as the Prince 
p WATER Is § ae 
a LIFE can constantly replenish his health in the knee-deep 
c water. ~ 


Rall the exe set of rotating blades, then horizontally run along 


thewall’to the left, raking out the Bladedancer along the way, and drop 
down on the other side. Take out the Raiders on the other side of the 
doorway, The Prince will find himself back in the Dark Hall. 


@ Continue co jump back 
and forth until the Prince grabs 
the highest ledge, then shimmy 
around to the left and onto the 


archway on the other side. 


© Follow the beam until ie 
ends ar the next pillar, then grabo 
the ledge above. @ From the 
ledge, grab a second ledge above. | 
From here, jump from the pillar to 


grasp the tree root behind the Prince. 


Swing off the root and grab the ledge 
ond, then shimmy around the ledge to the 
and jump over to the platform behind the 


Prince. 


- TLICDN or ° 
SOUTHERN PASSAGEMM 


To get to the passage above, climb the small stone debris, run up the Run up the wall to activate the panel and use the Eye of the» 


wall, and jump at the top. Make sure to jump a second time when the Storm Time Power to get through the doorway before it close: 
Continue through the next corridor and hop over the smally 
wall at the end. Next, run up and climb from ledge to ledge; 
run along the wall to the left, then continue to climb and” 


shimmy around the ledges to reach the next passage above, 


A set of spiky poles over some floor spikes provides a small 


distraction prior to the Warp Room. Save your game at 


the Fountain and use the Time Portal to return to the 


pa: 


K 


SSIBLE TAS 


bh) 


AN IMPO 


3. Inside the room oppos 
Room (after an npa 
‘ 


Been men ak. 


z 1. Witness the events leading 
Leave the Warp Room and head into the passage to encounter some familiar traps. Now that the Prince can up to the Prince saving 
é 2 5 i Kaileena’s life. 
regenerate the Sand in his Sand Tanks, use the I Storm liberally to help get past them. Ac the end 
ofthe passage, hug the right wall to avoid the spiky pole and drop down the ledges to reach the floor. Jump to 


the bar in the next section and drop down to the one below to reach the floor 


Traverse the Fortress’ 
traps and find a way to the 
Cliffs 


The Prince may 


ENEMY. ‘encountermore 
INFESTATION Bladedancers 


in this room | 
Use the panel i 
| : 
in the next room to unleash a set of LY . 
& { - 


spikes from the floor to take them out. 


through the Cliffs 
overlooking the beach 

Hang over the balcony railing 

jump to the platform to the left 

then walk along it. Save at the 

Fountain on the other side of the 

platform, then continue to the left 

until the Prince reaches the 

in the floor on 

the room. 


4 Return to the Fortress and 
‘save the Prince's own life 


er Se Tae ‘. OL ee 


> : back wall, allowing - ~ 
terthrough thedoorway connected tait. Asherunscoward “all RI R@OUU SI CLOUDS TUES 

“it, he spots the Empress and Shahdee at the Sacrificial Altar. After a brief a 

cotiversation, the Empress attacks Shahdee. The Prince knows exactly Zip past the first trap» 


what happens next, as he watches himself appear below, inside the next passage At 


the next trap, grab che rope 


jump to the rope across the way.” 
¢ the rope to bypass the ewo 


aws as they cross paths, 


through the b 
and the rotating blade. To get past 
the final trap, wait for the b 


to pass by before running along the 


the wall past them. Use the Fountain 
at the bottom to save your game, then 
roll under the crack in the wall to 


continue 


ys 100 tre 


Inside the next room, prepare to battle some 
Executioners and a never-ending stream i 
of Spike Beasts. Use the Prince's Cyclone 
of Fate Time Power to help thin out they | 
enemies, then focus on luring a 


Beast toward the back-left wall. U: 
a new path. This next path is a perilous 


shortcut through the cliffs overlooking 


the beach. 


tapestry to reach the pole behind the Prince. As soon as the Prince gral 


ir co collapse. 


K 


q| 


ec 
= 
Ly 
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SS 


AN IMPO: 


SENT 


PRE 


ime Power and drop down 
to the pole below, then quickly 
swing from it to the rickety mast 
beyond. The mast also falls 
apart under his weight, so rotate 
the Prince 90 degrees and jump to 
the next mast, Jump from mast to 
mast until the Prince lands on the 


solid platform, 


© Dispose of the multiple 


Executioners and Assassins on the 
platform. Try throwing them ove 

the side to speed things up. 

Now run up the bloodsrained 
wall and jump at the cop to grab 
the tree branch, Turn the Prince 
around and swing off the branch 


to reach the wall’s led, 


the tapestry at the end. 


and grab the branch behind the Prince. Swing from the branch t 


the rusted bar above. 


© Swing from the bar toward 


the wall and continue to jump 
back and forth until the Prince 


teaches the ledge high above. 


@ Eliminate the enemies up 


here, then break open the Secret 


Chest. 


NEW ARTWORK UNLOCKEE: 


_ Although there 

_ isn't a Fountain 

here, drink from 

2 the stream of 

water flowing 

% from the water 
hea to heal the Prince’s wounds 


drop down to it. Invoke the Eye of the Storm to slow down time, then 


drop onto the tapestry below it. 


yoo 


¥ 


i on the mast behind 
the Prince. Like the others, it’s 
highly unstable and will buc 


within a few seconds. Swing from Use the Eye of rhe Storm to run past the buzzsaws. At the end 


it to the wall beyond, then jump of the path, use the Eye of the Storm again to get past the next 


off the wall to the pole on the next ; buzzsaws, then run up the right wall and start jumping back and 


mast. forth to reach the ledge above. 


otate around and jump to the next mast, then move to the next 


one. Turn the Prince around so that his back is f 


the left and jump to it. Continue to use che E 


run around the walkway as ic collapses. Leap from it at the end to grab 


the walkway above 


of the Storm once again to slow down the qui 
aws, giving the Prince a path through them when 
they briefly separate. Use similar tactics to bypass the last grou 
y ’ g 


of bu: 


ne before it. Head to the end and 


Tun along the wall, jumping off at the end to grab the branch beyond, 


Swing from the branch to reach the next bridge; run up the wall 


at the end of the bridge to reach the bridge above. 


IN 


SIBLE TA 


SS 


~ 
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Dp 
I 
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t onto the bridge and run along the wall, slicing the attacking 
Bladedancer in the process. Invoke the Eye of the Storm before 
the cliff can collapse, break open 
the Secret Chest, and use the 
Scorpion Sword on the cracked 
wall to reveal the passage on the 


other side. 


NEW ARTWORK UNLOCKED 


iis Entry Room. As before, he grabs a 
fburls ic—ar a Bladedancer behind him, saving his own life! a OK 


ou | 


rc) 


Before moving onward, 
THE), backtrack into the 
E> © sroom behind the Prince 
Nand break open the 
ss Chest around 
‘the corner. 


Pp 


ie 


sv O [74 "sg 
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MIRRORED FATE 


Iron 


left side of the rao ie 
ae} ° 


Se 
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aving saved bis own life, the Prince continues through the fortress im an effort to lure the Empress 


into the present. 


THE PATH TO THE IRON W/OrK 


From the doorway, jump from one 


entryway on the other side 


~ pillar to che next one to get to the 


Use 


the Fountain to heal the Prince's 


wounds and say 


Hang and drop from le 


Aserof bu 


s, then roll off the floor spikes when the F 


your game. 


until the Prince safely reaches the g 


preathe 


he other side to avoid ta 


Maneuver through more familiar 
traps around the corner to get into 
stocked 


ue into the 


the next room, which i 
with Raiders. Conti 
next corridor and bypass a pair 
et of floor 


of slicing blades and a 


e the Eye he Storm 


spikes. 
and roll under them. Continue to 
do so around each corner until the 


Prince reaches the | at the end. 


ound. Get past the two spiky poles and 


ing damage 


Set, 


£ 


1. Survive the ha: 
the way to the Iron Works 
chamber 


2. Use the levers to connect 
the pipes and activate the 
tron Works. 


le 


| 
3) Traverse more hazards and 
trek through the Prison. 


4 
: 


‘| 
| 
| 


chamber is too high to reach, so 
he'll need to bring the platform ro 
him by connecting the pipes above. 
This will cause the flow of molten 
metal to burn the plarform down. 


Te Ylou Not EACIERE FUATEORA. 


Fapunrs eas muse rn 


i Thelron Worksis filled with Executioners and Assassins. 

MOME WITH \t also contains a series of rotating blades along its left 
CAUTION 
1 


side, so be careful. When fighting the enemies, use the 
Wall panel to send spikes from the floor. 


After the fight, locate a Secret Chest behind the wall panel column on the 


fight side of the room. There is a second Secret Chest in an alcove on the 
right side of the room, too. 


* 
Pe 


Nw AnRWEINE INLURE 


le of the room. There is a series of 


Climb the ladder on the back-left s 
| platforms with levers attached to them up here. To access the exit across 


the way, the Prince must turn them in the right combination. 


Platform 1 


| Go around the platforms to end up at the final platform. To do so, run 
along the left wall to the pole beyond. Swing to the next pole, then jump 
over the buzzsaw to the platform (Platform 2). To reach Platform 3, 
walk across the connecting beam. Then to reach Platform 4, run along 
the wall after the buzzsaws separate. 


form. 


Platform 2 


Starting from the last 

platform, move the lever 
so that it is facing six 
o'clock (use the ladder’s 
position where the Prince 
first climbed up as twelve 


oclock). 


Return to Platform 2 and turn 


this lever to the twelve o'clock 


position. 


Platform 1 


This activates the Iron Work’s machinery, causing the molten metal to 
overflow and burn the platform's posts at the end of the chamber. After this 


happens, climb the burning debris and tun up the back wall ro the exit. 


Return to Plarform 1 and turn the 
lever to the twelve o'clock position. 
There is no need to move the lever 


on Platform 3. 


S 


MIRRORED FATE 


A LonG Way Back 


e slicing blades inside this next hallway and jump to the 

ight. The next trap requires precision timing, Wait for the 

y pole to move to the end ofits track, then move toward it and stop 

in the middle. When it moves back toward the Prince, run up either 


wall and jump to let it pass underneath, 


Climb the ladder at the end of the passage and jump to the ledge behind 
the Prince. When he grabs the ledge, pull him out of harm's way. Slide 
past two more buzzsaws to reach the top, then jump to the ledge behind 


him to reach the next passage. 


Rotate the lever clockwise until it locks into place, revealing a new 
hazard-filled passage. Run up the small, extended wall on the right to 


grab the beam above, then jump twice to rebound off the wall to the 


Move past the spiky poles to find 
the beam across the way. From 
here, walk to the end of the beam 
and drop down. Drop off the edge 


and jump across to the ledge. Use 
the Eye of the Storm Time Power 


slicing blades, then run up the left wall and jump at the top to catch the 
beam above. Now jump off che end of the beam toward the opening in 


the wall. 


Back in the Prison area, hang off the ledge and ride the tapestry to the 
floor. Leave through the door at the end and take a left down the next 
corridor. Run up the wall at the end and jump to reach the beam abov. 
Now retrace the Prince's steps, jumping from ledge to beam and bac 
again to get up to the top. Use the Fountain to save your game and 


restore the Prince's health. 


oN vs oo eke 
meee THE MYSTIC CAVES. 


hae eae 


1, Find the path through the 
Library. 


7 
sy 8 eG 


oS, 


e the Library, run along the back wall to the right of the = a 
Fountain and jump at the top, grabbing the beam behind the Prince. 
Now just retrace the Prince's steps from earlier in the game to reach the 


passage above 


Use the Scorpion Sword to break through the boarded-up wall at on 
the end, then head into the small enclosure with the lever and turn it 2. 
counterclockwise, revealing the second section of the Library back : 
outside, 
Head into the next section and Pa 
2. Escape from the clutches pull the second lever, then enter ne 
of the Dahaka, the new room and run up the wall - 2 
co pull the lever. Use the Eye of =o 
the Storm to slow down time, Fy 
then return ro the lever, move it a 
back, and enter the open doorway ‘ae 
sgh es in the center before it closes. 
lo | 
{ | Climb the ladder in the next room and follow the pathway around to the right. Use the two bookshelves 
| | the Prince pulled out earlier co get to the top. Now simply follow the steps the Prince took earlier 
| | to continue through the 
Ag: eel library. When the Prince, 
3 Travers the fog-filled re: the crevice in the 


Mystic Caves and return to 


the MachanteaiOaii wall, drop down until he? 


is hanging from the final s 
ledge. Shimmy to the! 
right underneath the 


border. : 


uddenly, the Dahaka appears above the Prince! Return to the left and 
Bgo all the way up, grabbing the beam high above the Dahaka’s head. 

Shimmy around until you can pull him onto the beam and head into 
ge behind the Dahaka. Jump from beam to beam to reach the 
end, then jump over to the back wall to land on a small ledge. From here, 


drop to the floor, ; 


#When the chas 


proceed past the next wall a 


begins, run along the left wall over the pit. Then 
d jump off at the end to access the next 


section of the hallway 


Leap ar the pit to grab the bar above, then use it to swing to the stairway 
pie the Dahaka can grab the Prince. At the top, run up the bz 
f 


ind scurry through the small opening abov 


able stone bridge, che Dahaka's 
weight causes it to collapse, sending the creature rumbling down into 


the Fountain inside the 


{ 
a 


eap over the first pit and 0 the Caves. Be advised that 


here are lots of enemies wandering about. Don't drop down from the 
e of the next cliff; instead, run 
flong the right wall to break open 
Bthe Secret Chest. Return back to 
‘opposite side and drop down a 

series of ledges to descend into the 

fext area. Run along the left wall 

imp at the end, then rebound 


£0 the'ledge to the right. 


_ fog, making it difficult to see what is and—more to the 
~ point—what's not below. Go slow, especially around 
- corners, as drop-offs and pits won't be visible until the 


de is impassable from here. Since the Prince 
from wall ro wall and head up to reach the ledge 


on the right. Now jump off and continue the ascent, jumping back and 


forth until he reaches the top. 


/ ross from the edge of the cliff (between the blowing 
blue lights) to the path on the other side, Follow the path until ir ends 
at a wall, chen grab the ledge and shimmy to the right until the Prince 


can be pulled up 


Inside this next section of the the Prince looks around and finds a 
locked door with seemingly no way to get past it. He also notices a series 
of stalactites hanging from the cavern’s roof. Before he can formulate a 


use the Breath of Fate Time Power. 


fully follow the path as it weaves through the fog, raking out any 
remaining enemies that block the Prince's path, When he reaches an 
apparent dead end, run along the left wall and jump off at the end to | 


grab the stalactite beyond. 


gwethe pathidown into the next area. At che end, 


el’o along the left wall and grab che ledge on the other si 

[After doing so, invoke the Eye of the Storm Time Power and, fromthe Move the Prince around to the right, jumping act’ 

| higher ledge, run along the wall and jump off'to catch a stalactite to the —_other side when he can go no further. Continue to jump from 
right. Keep jumping fromsstalactite to stalactite and drop down onto the __one side to the next to reach the path beyond. 

! path and run through the door before it closes. You may need to invoke 


the Bye of the Storm a second time to make it through before it shuts. 


Drop down into the middle section and activate the floor panel to open 


| the door above. Quickly get the Prince through the door before it clos 


oO oC fight a ¢: f enemie: 
» prepare to fight a group of enemies. Horizontally run along the next two right walls to get over the 
around the corner. At the end of the path, use the Fountain to save 


i game before heading back into the Mechanical Tower 
fatch out for 


‘the buzzsaws 
, “on the ground 
“near the end 
‘of the bridge. 


FIERACE TO THE THRONE 


Having come through the Mystic 


Caves, the Prince finds himself 


inside a connecting passage to 


the Mechanical Tower. To move 


, onward, turn the corner and run 


along the left wall, using the ropes 
to get across the majority of the 
pit. Jump off at the end to land on 


the ledge along the right wall 


THRONE 


Continue through the large room, heading past the fireplace to the doorway on the opposite end. From the 


doorway, jump across to the walkway and pull che hanging lever at the end 


The Prince, as the Sand Wraith, sees his former self on a walkway down below. Re lizing he still has time to stop 


him, he formulates a plan. Before he can move, a Brute grabs the Prince and tosses him across the room. When 


the Prince comes to, he realizes 
the Mechanical Tower has been 
activated by his doppelganger. 


Could he be too late? 


Head through the door to the 
left, run along the wall, and use 
the rope to get ro the other side. 
As before, continue through the 


waterway until the Prince reaches 


ving from pole to pole to get across to the other side, then locate the hanging banner over 


alkway below: 


J * ah 


en 


1, Stop the Prince from 
activating the Mech: 
Tower 


{ 
1 
| 
| 
| 
i 
{ ! 


2. Race through the tower 
to react entral Hall 
hetore the Prince 


3. Allow the Dahaka to kill 
the Prince and alter his 
fate 


a 


ces of the waterwheel, 


eaeh the walleway. Dispose of any foes and head across the rickety of wood above the platform to the left: Leap actoss to th , 5 
wooden bridge to the left. Hang over the right railing ar the end of the —_next one, then shimmy over to the right to the railing of the 
"bridge and drop below. Continue through the doorway and up the stairs _ balcony. Shimmy to the right, then drop down a few times © 
into the next passage to find another Fountain, until the Prince can hug the wall and walk back around to the 
and onto the plank — 
leading back toward the 


center platform. Jump bad 


to it, then ta the ladder 
down to the bottom level. Use | é 
the Eye of the Storm once more 
nd jump past the mechanism, 
then sa 


Fountain. 


TOWER TO THE HALE 


door, then traverse the next set of trap 
blocking the hallway beyond the stone cru 


right wall and walk acro 


THE DEATH OF A PRINCE 


Return b: 

via the same path you've tak 

few times before. When the Prince 

finally reaches the Hall, he s 

that he is not too late. As bef 
| Hag the wall at the opening to the next area and walk along the led 5, his former self is caught in the 
) to the right. Drop down to the next ledge, then drop down again to the : middle between the Dahaka and 
| beam on the right. From here, jump over to the opposite beam to the left, as the Prince as the Sand Wraith, 

then use the Eye of the Storm to get past the fast-turning mechanism . This time, instead of the Daha 

| grabbing the Sand Wraith, he 
jumps out of the way, allowing 
his doppelganger to be snatched 
up by the Dahaka’s tendril and 
consumed. With the death of his 


former self, the Wraith Mask falls 


to normal. Has he actually 


cheated his fate? 


WARRIOR WITHIN 


THE 


PRESENT 


THE WARRIOR WITHIN 


luvough the Prince, as the Sand Wraith, altered his destiny by allowing the Dahaka to kill his former 
self. he still needs to find a way to eliminate the Empress in present time, Knowing that he will find 


her in the Hourglass Chamber, he continues on his quest. 


ONE LAST CHANCE 


To return the Hourglass Chamber, head up the stairs at the back of the Central Hall and traverse the many 


Seema t ass ee 


1. Confront the Empress in 
the Throne Room and send 
her through the Time Portal 
into the present. 


haz. along the way. The Prince eventually encounters Kaileena and they head for the Throne Room |) a aii 
gether: Like the last time, he asks her to return with him to Babylon and, once more, she turns him down. | | } k 
a . We 
o ings will go much differently this time around é dig 
Before following her into the Throne Room, take a moment 
F , to Save your game at one of the Fountains inside the 
SAVE YOUR =e 


3 Hourglass Chamber. 
GAME! 


Inside the Throne Room, the Prince grabs the Empress nd tosses them aside, begging her to come 
wich him. She won't list nd uses her powers to summon them to her side. Before she can attack him, the 
Prince runs to the throne and bi the wall behind it, heading into the Warp Room beyond. Before she 


realizes it's too late, he jumps over her and pushes her into the Time Portal 


1 Aa Sony Pus 
CAN CHEAT FATE TODAW 


2. Battle the Empress in the 
Sacred Caves and attempt 
to change fate. 


— 


is tough. In addi 


af-lehaliacrsshe (ralliol wh 


Sacred C. She is nowhere to be found. Since there is only unblockable), she also uses th 


Follow the Empress through the Time Portal and into the 
Glilsmers beeadvantageal bexetnclude 


- i lecattinaeand the abiliey conus’ the 


The Prince fells the 


Empress, but as she 


for her last 


reath, she tells him that . ’ “NE - 


fate will still prevail. As THE EMPRESS : " 


if on cue, the Dahal 
Oe, Se Serre Be 


appears and consum 
| the Empress’ body. The 


ture then lash 


out with its tendrils 


and impales the Prin [hat Princess beste ie\ 


onds later, how Donifantleesllipaetet kecmbyveay 
the tendrils. pull Every time he is on the. defensive 
Be Ale Sage U eS Warartatee W/Loleullal vue ened Tine Cov 
Dea ecier ie cimere Pein eer hs Eat chasStareicAs gata as the bale 


ieand go infor the kill. Aleh 


ex while she is caughe in the Eye of the Seorm, 


away, taking the Sand con 


11s THE SANDS 
NO LONGER Das 


thi Datana ins, use 


Medallion with it in the 


continuously actack 


process the Express iz adepe at bloc 


her from all an; 


As the Prince returns 

| to Babylon, he finds the 

| city engulfed in flames 
Could this disast 

| somehow been caus 


| r 
by his actions? 
THe AMULET! 


When this phase of the fight starts 


the out three Sand 


To be continued... 


YoU CANNGH Rs. YOUR FATE 


NO MAN CAN. 


smcige! Eyenithous toate 
milleerentty thal be 
Enger Wilen the whtloriad coe 
ei betade Send Cl 


around the platlorm and 


they dsz roam 


_PHASE 3 


When the Empress loses one-half of her health, she grapples with the 
Prince sword to sword. As with previous efforts, rapidly tap the Attack 


button eo overwhelm her and knock her off balance. f 


4. 
swords Cootinus eo use the Eye of che Storm and ire oll malese 7 oy | 


The Empress then sends out more whirls and attacks with hee 


attacks and combos. rolling around to avoid her attacks and hit her 


from different an: 


ERIES OF PERSIA 


en 


secrets and findin 


of Time i 


the game. You'll find 


not without 


f the game’ 


There are five secret weapons hidden behind cracked walls on the Island of Time. Although they're not attainable early in the game, you ean return 


after acquiring the Scorpion Sword in the Prison later on. This weapon enables the Prince to break tlirough the damaged walls concealing these 
prized possessions, 


Jil five secret weapons serve as Secondary Weapons and the Prince can only carry one at a time, When the Prince picks up another weapon, whether 


#55 a secret one or a standard one, the one he is holding is replaced. Also, if the Prince throws the secret weapon, he will lose it for good. Note, 


however, that the secret weapons are unbre 


) The Hockey Stick is located far below on the opposite side of a cracked wall in the Central Hall. To find it, position the lever so that itis in the six 
Gelock position. Next, locate the small step down to the right of the pedestal (facing the hallway leading to the fortress entrance, not the hallway 


ig to the Hourglass Hall), hang over its ledge, then jump back and forth from wall to wall to reach the platform below. From this platform, 
0 TaN tare 


idged wall to thelleft, chen jump offic co launch over to the wall to the right. After making contact with the wall, jump back and forth 
@ Walls anti the Prince grabs the platform above. Position him at the edge of the platform on which he’s standing, then jump toward 
0 Be ifs ledge: Climb up and over to the right of the entryway to find the cracked wall. Break it open to acquire the Hockey Stick, 


[EDDY BEAR al 
: _ 
3 
A> 
LOCATION: Mechanical Tow er : 
te 
We a 


TIME PERIOD: Present 


The Teddy Bear is inside che pa 
of the room and drop down into the pit. Look for a blue light shining through the crack on the left wall of the pit and use the Scorpion Sword to 


break through it. The Teddy Bear is alcove. 


LOCATION; Garden Hall! 


TIME PERIOD: Present 


‘The Pink Flamingo is inside che Garden Hall area behind a high wall. To gec it, start from the central balcony and hang from the ledge, then shimmy 
| underneath the wall to the right and jump onto the platform beyond. Next, use the branches to get to the wall panel to the left and activate the panel, 
then return to the platform and climb onto the block protruding from the wall and run up to get to the beam above. Jump to the ledge along the right 
and move over, then drop onto the platform below. The foliage growing on the wall may obstruct the crac word on it to find 


the Pink Flamingo, 


CATION: Catacomb 


TIME PERIOD: Present 


The Rayman Pise is in che Caracombs beyond the ‘Tomb Chamber, During this portion of the Prince's adventure, the Dahaka is in hot pursuit, ili 


| which makes obtaining this weapon a difficult proposition. ‘The key to getting it is to make che actempe after pulling the first of three levers. The - 
a 


| second time the Prince heads up the stairs and through the open gate to the righ, run along and leap to a bar on the right side, Swing 
& 
3 j 
ES 
&r 


from the bar and follow the path, making a quick left. Use the Scorpion Sword to reveal the Rayman Fist, 


i 


im LOCATIO! 
| 
| TIME PERIOD, Post 


eee i 
el 
The Light Sword is in che fog-filled Mystic caves. It is just past the shut door where the Prince must jump from stalactite co stalactite. 4 


After passing through the door, drop down into the pit with the floor panel and locate the cracked wall to the left, then use the 


) Scorpion Sword to break through ic. The Light Sword is resting inside 


LircrADE PEDESTALS . - 


As the Prince progresses through the Island of Time, he can uncover secret Upgrade Pedestals that inc! 
are cleverly hidden amongst the fortress’ halls, p 


e his Life Meter. These Upgrade Pedestals 


ways, towers, and rooms. Each pedestal is also protected by a hazard-filled passage, 
PEDESTAL #1 


~The path to the first Upgrade Pedestal is.a hidden passage that lies behind the altar. The Prince can 
easily open up the secret door and reveal the path by grabbing the altar’s subtle handles, pulling the 
LOCATION: 


: stone back a short distance. He can access this first Life Upgrade after battling Shahdee for the second 
SACRIFICIAL ALTAR na 


7 Alfie enerdnceta tts Uperits Pedescalls eeesell eee rate located on the upper balcony after exitin, 
OCATION: Pa ‘i i eh ano 


from the Encry Hall. Find a floor panel hidden behind some bartels on the lower level and activate the 


BALCONY ABOVE THE panel. Run up the stairs and roll under the grate before it closes again. 


ENTRY HALL. 


LOCATION: 
CENTRALE Pit Mororecr a iiae tleteluiie Siren oe 
unlocked the control mechanism at the center « 


nue 


PEDESTAL #4 


‘This Upgrade Pedestal is located on the left and side of the room with the ‘Thrall thae is is throwin 
LOCATION Spike Beast-projectiles. To ger to it make the Thrall throw a an explosive Spike Beast ar the c cracked wall 
c IN: 


ks . _, _ tobreak iopen. This reveals the passage tothe | 
MECHANICAL TOWER Scorpion Sword to bust through. 


REG 
a 
! 


PEDESTAL #5 


‘The passage to the Upgrade Pedestal is s below the area where Silhouettes and | Keepe 
' Prince. After climbing the last flight of stairs, head to the left to find a gap in the: if 
LOCATION: 
GARDEN from the ledges and follow the Paras underneath the Garden. 


PEDESTAL #6 


This Upgrade Pedestal is accessible once the Prince reaches the Garden Works area, after completing 
the first half of the lever puzzle. I's behind the lever in the small enclosure in the center of the area. 


LOCATION: 
GARDEN WORKS 


From inside here, run up the back wall and grab the small balcony that leads to the secret passage | 
beyond. : 


os mutt This Upgrade Pedestal is located on the second floor of the main cellblock. Accessing this life upgrade 
ler: Ps is a two-pronged challenge. First, crack open two weakened walls using the Scorpion Sword, One 
oe LOCATION: ait . at, 

O = reveals a wall panel, while the other reveals what seems to be an empty cell. Next, activate the wall 
tn PRISCN panel and invoke the Eye of the Storm Time Power. This should enable the Prince to reach the hidden 


door of the second cell before it can close shut, 


PEDESTAL #8 


ca 


"This Upgrade Pedestal is inside the Library behind the stained glass structure, on the wall opposite ro 
LOCATION: the one with the broken stained glass structure. To reach it, walk around the railing and jump to the 

next. If you don't get it on the first visit to the Library, there isn’t a chance when playing as the Sand 
PRY Wraith, as the Dahaka will destroy the path! 


ET Ne ETS 6] 
4 : 


ne 


| 


aaa” 


PEDESTAL #9 


— Sr 
— 

ae eS Sc a x ie 

F This final Upgrade Pedestal is located in the Antechamber—one of the first rooms you visit in the re 
a s * 

4 é game, Its location overlooks a balcony that is accessible via a hole in the ceiling. The Prince needs“. 2 
s LOCATION: : : ; 
bs! the crate behind a nearby damaged gate, so use the Scorpion Sword to get it. Move the crate below 
: ANTECHAMBER he opening, climb onto it, run up the wall, then jump at the top to reach the entrance. The Upgrade 
Pedestal awaits at the end of the passage. 


he Prince's fate for a second outcome if you find all nine Upgrade Pedes when the Prine: 


You can actually char 
ord that he would not have gotten otherw Water Sword is the only 


encounters the Empre he Throne Room, he will receive a fins 


zh to fell the Dahaka. This time, when he meets Ka’ in the Mystic ( or the final battle, he will team up witk 


= 


Ij, 15 KAILEENA WHO DOESNOT 
# BELONG IN THIS TIMELINE. 
‘JHE BEAST Is AFTER HER NOW. 


® 
As soon as the 


in battler it laune 


pag the! Prince 


IA 


S 


sa variety of attacks. 


attacks 


a nat Depending Saree Peinces aetna ihe 
a OH) tachide shooting cuties durlceeatieelansine 
i de rcnete We 

5 fie thten tat the eraund where they iserout irom 
a EMRMRAIEEE!  Uclow, and swiping at the Prince if he gets too 
+ INN OMNI, close. Dodge these attacks'as much as possible 
[4 

a Pereingaa 

a 


iS 


— 


and 


Immediately use the Eye of the Storm Tir 


BIG-AND My: 


so in for the attack, unleashing everything the 


to slowly chip away at the beast’s energy meter 


The goal is to disorient the Dahaka. Continuc eo use 
the Eye of the Storm and follow up with one of the 


Prince's Fate Time Power attacks to deplete more of the 


boss's health 


: When the Dahaka gets disoriented, the Empress joins 
oN the battle and knocks the Dahak the placloem. As 


the Dahaka is hanging from the ledge, start hiteing the 


Dahaka eo inflice major damage 


FIGHTER'S, 
KOMPANION 


1997 
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ANNIVERSARY 


BradyGAMES published its first strategy guide in November of 1993, and every 
year since then, we've made great efforts to give you the best guides possible. 
Now celebrating our yoth anniversary, we'd like to take this opportunity to say a 
few things and extend a special invitation to you—our readers. 


First of all, THANK YOU! Whether you're a long-time customer, or this is your first 
BradyGAMES guide, we appreciate your support. We hope that our guides have 
enhanced your overall experience when playing games. These days, completing 
a game isn’t just about how quickly you finish. It’s about uncovering absolutely 
everything a game has to offer: side quests, mini-games, secret characters, and 
multiple endings just to name a few. That's what the TAKE YOUR GAME FURTHER” 
banner at the top of our guides is all about. 


Many games deserve more than just a standard strategy guide, and we recognize 
that. Our guides are produced with the highest quality standards and are tailored 
specifically for the games they cover. With the introduction of our Signature 
Series and Limited Edition guides, we raised the bar even higher. 


Now for the “invitation” part. Although we constantly challenge ourselves to 
improve our guides, we'd like your help too. You're formally invited to tell us what 
you think about our guides. Like something we do? Let us know. Think some- 
thing we've done is totally lame? Please let us know. We want your feedback no 
matter if it's good, bad, or just plain ugly. You can write or e-mail us at the 
addresses below, and we will read what you send. Your opinions are important to 
us, and may influence the direction for our guides in the future. 


Write to: Send e-mail to: 
BradyGAMES feedback@bradygames.com 
800 E. 96th Street, 3rd Floor 

Indianapolis, IN 46240 


For now, we hope you enjoy this guide. Thanks again for choosing BradyGAMES. 
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LKTHROUGH 


Jump, wall-climb, and slice your way through every area in the game. Locate every Upgrade 
Pedestal and weapon while traversing through both the past and present. 


Venture off the beaten path to uncover all ; 
the cool weapons at the Prince’s disposal. 5 


Locate all of the Secret Chests to unlock 
cool artwork and other goodies. 


é Uncover the intricacies of the game's new 
Z fighting system. Learn how to master all of 
the Prince's moves! 
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